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y friend,... we hope you are already experienced in suffering from sadism... 
„Cause NOW we will introduce to you: 


ms: well m 
bj: 


bj+ms (durcheinander murmeln): where's the sh 
down? i dunno fuck wheres this stupid sheet i du 


eet? I dunno. what do u mean u dunno? what did we write 
’ blackjack: Idunnohlookacat*ZUUUUUUUF* 


nno shut up damn wheres it i dunno - look a cat 
(pause) 
ms: looooook! the cat had swallowed the sheet!! pick it up! 


bj: yesssssssssssSIR. *zettelraschin* here you are. 
ms: thank you. now... lets get it on *GGGGGGGGGGGG* 


EN 


(pause) 


bj: *räusper* cause NOW we will introduce to you: 

blackjack: ms+bj: THE F*BEEEEEEEEEEEEEEEP* 

blackjack: (pause) 

blackjack: ms: the f*beeeeeeeeeep*?!?1? 

Risckiack: wtf*beeeeeeep* is that??1?! who wrote that sh*beeeeeeeep* 


| What Yactlı wa, Ihe idea 01 dhe 
halfauale seits, was + made $ | 
chalınge Ahe bye, DT wQ) Aue | 


olher more Sinis fer aring! >) | 


& dunkla raum -> 
5 s what!? you cant see anything (ms+bj 
3 MWAAARAAAHAHAHAHAHAHHAHAHAHAHAHAHAHAHAHAHAMAA) 
\I ms: now thats a situation u'll get used to while suffering in our institute 


it for something to 
N his ... erm ... kind of nothing (ms+bj giggle) be patient, wa 
I ms: if your confronted with t ) a) 1 vn 
ine like this one *ZUFF* *GGG 
xE happen. or simply look around, look for a white | 


f | 5j: (relaxed) and now... (screams psychotically) PISS OFFIIIIIIII!$(=/%"($%(%8/ı=% 


(haufn turrets aus wand und überall rundherum..... *WHEEEEEEEEEEEEEE* ... 
*BALLABALLABALLABALLABALLABALLABALLA* 


*weißwerd* 
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ms: well my friend,... we hope you are already experienced in suffering from sadism... 
bj: ...cause NOW we will introduce to you: 


bj+ms (durcheinander murmeln): where's the sheet? i dunno. what do u mean u dunno? what did we write 
down? i dunno fuck wheres this stupid sheet i dunno shut up damn wheres it i dunno - look a cat 
blackjack: idunnohlookacat* ZUUUUUUUF* 


(pause) 


ms: looooook! the cat had swallowed the sheet!! pick it up! 
bj: yesssssssssssSIR. *zettelraschin* here you are. 
ms: thank you. now... lets get it on *GGGGGGGGGGGG* 


(pause) 


bj: *räusper* cause NOW we will introduce to you: 

blackjack: ms+bj: THE F*BEEEEEEEEEEEEEEEP* 

blackjack: (pause) 

blackjack: ms: the ffbeeeeeeeeeep*?!?1? 

blackjack: wtf*beeeeeeep* is that??!?! who wrote that sh*beeeeeeeep* 

blackjack: and why the fbeeeeeeep* are all my f*beeeeeeep*ing swear words *beteeeeeeep*ed away?!?!? 


blackjack: bj *kichert* 
>» blackjack: MS: GIMME THAT PEN OVER THEREI!!! 
bj: yao 
blackjack: (schritte hin und wieder zruck) 
blackjack: ms: thanks (kritzelt) 
blackjack: BJ: *räusperhuströchelkotz* cause NOW we will introduce to you: 


(pause) 


ms+bj: ADVANCED SADISM THEORY 
blackjack: (vielleicht nu mit THE davor *GGGGGG*) 
blackjack: gleichzeitig siachts so a riesig.s tor wo gonz fett A.S.T. draufsteht 
blackjack: und donn auf amoi 
blackjack: oiso de kamera is 
blackjack: so von unten auf die mächtige tür raufschauend 
blackjack: und donn auf amoi *g* 
blackjack: g.ht de dia auf *GGGGGGGGGGGGG* 
blackjack: und de kamera foad durch 
blackjack; und do is a wond vor ihr *GGGG* 
blackjack: und donn siachst hoid so de wond 
blackjack: und de kamera 
blackjack: schwenkt so suchend noch links und rechts 
blackjack: wie wonn hoid wer an ausweg suacht 
blackjack: und donn mochts kurz a pause 
» blackjack: schaut noch unten 
blackjack: scrollt ggnz zum boden obi 
blackjack: und do is lag.ndwo a gooooo000nz a klane winzige dia *GGGGGGGGGGGGGGGGGGGGGGGGGGGG* 
do steht drauf hq:amen 
= blackjack: und de g.ht auf und do foad de kamera eini *GGGGG6GGGGGGGGGGGGGGGGGGGGG* 
blackjack: und donn wirds schwoaz higgehigge 
/ $ blackjack: oiso MOCH DES *GGGGGGG* 
& blackjack: mwaaaaaahahahahahahahahhahahahahaha 
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a, ms: guess what!? you cant see anything (ms+bj 
\g MWAAAAAAAHAHAHAHAHAHHAHAHAHAHAHAHAHAHAHAHAAAA) - 
ms: now thats a situation u'll get used to while suffering in our institute 


x ms: if your confronted with this ... erm ... kind of nothing (ms+bj giggle) be patient, wait for something to 
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domain*go 


VERTRAG (52510) 


zwischen und 
domainfactory GmbH 

vertr. d.d. Geschäftsführer Philipp Lehner 
Oskar-Messter-Str. 33 Traunaustraße 6 
85737 Ismaning 4600 Wels 

- nachfolgend Provider genannt - - nachfolgend 


Kunde genannt - 


über die - auch zukünftige - Erbringung von Webhosting, Serverhousing, 
Provider "steistungen jeglicher Art und Registrierung von Domainname 


a n N 
1. Der Kunde bestellt hiermit die unter der Kundennummer 2. Der Kunde nimmt am "Echtzeitregistrierungs-verfahren” 
52510 beauftragte Domain in dem von ihm gewählten Tarif ("EZV") des Providers teil. Dabei kann er weitere ; 
"Premium Paket” gem. Preisliste und Leistungsbeschreibung Domainnamen, Tarife und Leistungen des Providers in 


dr HZ 2 


SMIAAY 


BERNER a Fa El a en mn ne une mn e 3 EG 
Kunde versichert, dass alle von ihm gemachten Angaben der Wahrheit entsprechen. Er verprlichtet sıcn, Anderungen — 

er Anschrift, Emailadresse und sonstiger Stammdaten selbstständig und unverzüglich mitzuteilen. Dem Kunden ist f 

bekannt, dass fehlerhafte oder veralterte Angaben zu Mehrkosten, rechtlichen Nachteilen und dem Verlust seiner Domain(s) 

führen können. 


x Wels, 2093-09-25x 
Ort, Datu 


Annahme-/ Bearbeitungsvermerke / Unterschrift des Providers 
Vertrag angenommen: i.A. 


Unterschrift des Klinden, ggf. Firmenstempel 
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HQAtie 


View these pics of a tie I bought that is QUITE HQAish... 


Front 
And the backside 


http: //www.geocities.com/chefy60/HQAtiepics.html 01.10.2002 
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a STEAM FORTRESS? Half-Life / Singleplayer A/STEAM 


@&HALF LIFE 


@ BLUE SHIFT Mod-Info Bilder 


"F TEAM FORTRESS CLASSIC 


User oder E-mail: 


(3 SOUNTER:STRIKE Website: Eu http://www.halfquake.com/ 982 

© DAY OF DEFEAT Released: Ja Ä 

G GSUNMAN Passwort: 
HLP-Wertung: 89 % (Platz 10) Ba 
User-Wertung: 61 % (Platz 60) "kogin | 

SIeEEH s » Registrieren 

Na Deine Wertung: 134 % | Bewerten | » Passwort vergesst 

De | umrRa0E 

reg Beschreibung Welches Feature v 


du dir für CS:5? 


SOURCE MODS 


z - Tja, wie beschreibt man Half-Quake am besten? 
Übersicht 


Erstmal solltest du dich nicht vom Namen beirren lassen, denn 


on Mit dem Shooter "Quake" hat Half-Quake herzlich wenig zu tun. = e Pads HH 
Kürzlich released Der einzige Sinn in diesem Spiel ist es zu überleben und u er 
Zuletzt aktualisiert irgendwie weiterzukommen. Wer jetzt sagt: "das kenn ich schon ° vıp) p 
Zufällige Mod aus HL!" der sollte folgendes wissen: 22 c Neue Waffe(n) 
Singleplayer DU bist ein Opfer! Ein Gefangener, ein Sklave, in der Hölle, RE 
Multiplayer eigendlich schon tot. G HabelSpiela ke 
Forum Es geht es hier nur noch darum, wie du stirbst. Und wie lange p 
du bist dahin noch lebst. 

Denn sie sind hinter dir her. Sie spielen doch nur mit dir. Du Abstimmen. 
Übersicht hast keine Chance. EI 
HLP Charts 
User Charts Diese Mod ist schwarz. Und Grau. Manchmal auch schwarzgrau 
Kürzlich released oder leicht gräulich. auf jeden Fall eine echtes schwarz-weiß 
Zuletzt aktualisiert Spiel (von denen es ja nicht viele gibt). 
Zufällige Mod Und hier ist es trist, brutal und manchmal komisch, zynisch. In 
Singleplayer jedem Fall aber geht es um deinen Tod. Ba MeineBay 
Multiplayer 
Bots HalfQuake besteht aus mehreren Spielen, von denen man 10) 
Forum "Half-Quake Amen" als den "essenziellen" Teil bezeichnen TOR, 

könnte. 

ATTTERRERE en 
Team Die Spiele im einzelnen: nn 
Are Digitalkamera 
re . Half Quake . POS 5 Open ar Tiekeis 
HLPortal4You Vom Prinzip her beginnt alles normal. Nein, eigendlich { Surroundboxen 
RER beginnt es verrückt und wird dann normal, aber dann wieder iPod-Zubehör 
Impressum verrückt. Erst glaubt man, man ist in einer Art Alptraum en Aldi PCs 

gelandet, kämpft sich so durch und schafft es sogar "hinter PDAs 
die Kulissen” zu blicken. Aber irgendwie hört der Alptraum Megapixel-Handys 


deswegen nicht auf, er beginnt sogar erst richtig. 16B MP3-Player 


Nett und seltsam sind hier die Innovationen, wie die (leider x Sommerzeii 
etwas verbugten) Jump'n run einlagen, mit Außenansicht, ist ent 
also wie in einem richtigen Jump'n run. Auch das Ende ist IS i 
seltsam, aber nicht wirklich überraschend, denn wer glaubt eBa Y Zeit! 


schon hier wirklich überleben zu können? In Jedem Fall 

aber sehr unterhaltsam, auch gibt es neue Gegnerskins und 

Waffenmodels zu sehen, Marylin Manson darf natürlich 

auch nicht fehlen. 
. Half Quake Amen 

Der wirklich krankeste Shooter den ich kenne und einer der 

besten Spiele die ich je gespielt habe (ist natürlich nur 

meine eigene Meinung). 


Es scheint, als hätte MMuddasheep endlich gefunden, Special Artworks 
wonach er suchte. Ein klares Konzept, eine gewisse Logik, Zrgidlaapgs 
gewaltig, steinhart und zynisch. 


10of2 16.08.2005 19:49 
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FOWERED EY LRERIX MEDIR 


Ein meist schwarz-weißer bösartiger und eigenwiller Stil 

zieht sich gleichmäßig durch den gesamten spielverlauf, 

begeht ein paar Stilbrüche, nur um dann wieder umso fester 
weiterzumachen. IP» 


Partner: _ 


HQ-Amen wirkt wie eine Tortur, von der man nicht mehr 

genug haben kann. Man schreibt Tagebuch und isst ein 

paar Ratten, kämpft sich weiter durch und sucht nach dem 

Sinn, nicht nur des jetzigen Trips durch die Hölle, sondern 
besonders nach dem Sinn des normalen Lebens davor, mit au 
Job, Ehefrau und Kind. 

Eigenartige Gespräche mit seltsamen Typen, Massenhaft 
Sprungeinlagen und sogar Rätsel, deren Lösungen 

außerhalb der Half-life Engine zu suchen sind, gehören hier 

fast selbstverständlich dazu. 

Dazu kommt Philosophie über das heutige Leben, und die 
von Muddasheep und Blackjack selbstgemachte Musik, 

eine Mischung aus leichten Beats und Gitarrensounds, 

dazu manchmal Gesang. Mit Schwert und Armbrust in der 
verzerrten Welt von Don Quichotte auf riesige Windmühlen 
zuzulaufen und dazu ein leichte fiepende Melodie zu hören, 

so etwas Eigenartiges habe ich noch nie gespielt. 
Die Texturen sind fast alle selbstgemalt und im farblichen 

Negativ dargestellt, zugegeben, es gibt nicht viele von 

ihnen, jedoch sind sie sehr passend eingesetzt. 


2 uY 
HLIPORTAL 


Spätestens, wenn man im Bahnhof auf einen Zug wartet 
oder den wohl längsten Spielabspann der Welt ansieht, wa 
fragt man sich schon, ob es der Modder eigendlich ernst mit 
einem meint. Aber selbst wenn er das nicht tut, diese 
Spielerfahrung bleibt von Vone bis Hinten einzigartig. 

. HQ-Amen: The Present 
Halfe Quake Amen Zusatzlevel die von ein paar Fans 


gemacht wurden. 
Teilweise recht kniffelig, dafür mit Schreckmomenten, auf 
die ich nicht gefasst war. Gleich hinterherspielen! >) 
Zur Zeit arbeitet muddasheep an einen dritten Teil, der da 
"Halfquake Sunrise" 
heißen soll. Ob und wann er ihn fertig bekommt steht wohl in 
den Sternen... 
Stand: 08.06.2005, 13:53 Uhr, bearbeitet von CarnifexX 
USER ONLINE SITE OPTIONS 
Insgesamt sind 49 Benutzer online. Davon sind 8 - Zu Favoriten 
registriert: hinzufügen 


- Als Startseite 
festlegen (IE only) 
- Bug gefunden? 


Deadly Shadow, heidl, HomerJee, Knoppers, Koraktor, 
MasonVX, Price, Ralexand 


16.08.2005 19:49 
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Map Name : HalfQuake: Amen 
Map Author : Muddasheep et all 
Map Type: 23] 

Map Size : Big 


# of Players: 1 


Fun... in its own way... Reviewer : Monqui 

Weapon Placement: 

Enemy Placement : 9] 
Lighting : 119 
Visuals : 10 


Overall : 19) 


Review : 


Every once ina while a truly innovative and original game comes out. This is one of those 
times. The game in question is HalfQuake: Amen. Now- I happened upon the mod by accident 
and figgured that it was some kind of Half-Life/Quake Fusion attempt- I was wrong- dead 
wrong (it's infectious- I swear (Play the game- you'll understand)). 


A fair warning to the meek or timid- this game (if you want to call it that) truly tests the bounds 
of sanity and human limits. Now- before you think that I am reading too far into things let me 
just explain the story (so far as I can tell). 


You wake up in a sort of void so to speak. There are things- or rather suggestions of things- and 
nothing is as it seems. On the floor is a small diary that tells the first part of a rather disturbing 
tale. By the end of the 'game' the only thing you know for sure is that you were brought into this 
place to suffer at the hands of another. 


Wow. I really can't say that enough about this game. Visually- it is a trip and a half. The stark 
contrasts' between black and white make everything you need to use stand out- but what you're 
supposed to do with it may not be entirely clear. 


In order to get through this game you really need to set your rational mind aside and think only 
in abstract clips. The first time through I couldn't help but think how original the puzzles were. 
There are part physical skill- part combat skill- and part intellectual skill (For real! Puzzles 
other than find button A to open door B and shoot creature C show up here). 


sporradic; and the Weapons are sometimes non-existant. But I‘ 
other way. 


Final Word: 

Man... I don't know what else to say here... I'm sure that the 
sence to anyone who hasn't played the game yet... So my adı 
while to complete so make sure you have a whole lot of 
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Half-Quake: Amen 


Pontosan szeptember 1 jelent meg ez a single-player mod a HL hez, de csak nem reg irtak röla cikket a Ten 
Four oldalän, ezert is gondoltam, hogy most &pp itt az ide e a nagy nyilvänossäg el& tärni, hogy mit is nyujt 
nekünk egy majdnem 50 Mb -os spmod. 


Half-Quake: Amen talän az egyik legelvontabb Single-Player MOD amit valaha is lättam, &s talän meg is lätszik, 
hogy 50 Mb-ba mit lehet besüriteni. Talän elsöre a pälyäkra ternek ki... 30 levelen keresztül kell bolyonganunk 
a nagy semmiben, melynek a neve Halfquake. A hätter törtEnet szerint egyszer csak egy szürreälis &s 
szadisztikus vilägban taläljuk magunkat, ez a Halfquake. Ez egy int&zmeny? A Földön van egyältalän? Ugy n&z 
ki senki nem aggödik erted. A mült elmült örökke. Es csak imädkozol azert, hogy ne legyen tuül szadisztikus. 


A hangokat dicserni lehet, mert a custom hangokon kivül nagyon j6 zeneket irtak a pälyäkhoz, csakis annyira 
jökat, amiket a HL 8 bites hangzäsa megenged. A pälyäk egyszerüen kiakasztöak! Teljesen üj textüräkkal 
dolgoztak a szerkesztök muddasheep, blackjack, & jazzymike. A k&peken is lätszik, hogy a pälyäk egyserüsäge 
mär mär unalmas lenne, de &pp ez a lönyeg, hogy sokat sejtetnek a mapok, csak egy rossz gombnyomäs, es 
mär halott is vagy! Tehät hasznälni kell a gyors ments gombot el&g sürün. A fegyverarzenälunk egy 
nyilpuskäböl &s egy kardböl äll, melyekkel szörnyeket kell leöldöznünk, miközben megpröbälunk kiigazodni 
olyan mapokon, amelyek egy kiss& szokatlanok lehetnek j6 pär embernek. De ugyan akkor nagyon bosszantö 
vege lehet a jäteknak, mivel a textüräk ärulkodnak, hogy melyik gombot kell megnyomnod, &s utäna megint 
csak textüräk, &s megint egy gomb &s igy toväbb... 


Peldäul lässuk ezt a k&pet. Ezen a falon az Összes textüra egy gomb, &s meg kell talälnunk kettöt, mielött 
meghalnänk. Ez nagyon vicces, de utäna jön az ami igazän kiüt. A level neve patience magyarul värakozäs. Es 
csak annyit kell tenned, hogy 20 percig värnod kell! 


Összegezve a MOD egy kiss dürvära sikeredett, &s mit lehetne mondani nem a legizgalmasabb sp k@nt fogjäk 
emlegetni. Söt talän a 30 level el&g gäz! Kiss& eltüloztäk, ilyen mapokböl el&g lenne maximum 6 is nem hogy 
30. Aki jöt akar az töltse le nezze meg aztän alkosson velemenyt, az biztos egy egyedül ällö MOD röl van szö! A 
vegig jätszäs termäszetesen benne van a ZIP ben. Nem is csoda, egy ilyen MOD ot el&g neh&z vegig vinni 
segitseg nelkül. 

forditotta:[GeRgO] 


Date: 2002-11-14 15:21:45 Author: The Doc, Halflife.org 
Half Quake: Amen 


Warning: We do not recommend you play this mod if you get motion sick easily, are squeamish, do not like foreign 
accents, if you don't like cuss words pronounced by people with foreign accents, if you are easily frustrated, if you 
are pregnant, have back or neck problems, or have a pace maker. Well I guess you could but remember we warned 
you. 


GamePlay 


Half-Quake: Amen is more of a puzzle based mod then really a first person shooter. There are numerous stages each 
one with its own objective, some of which are impossible to figure out without the aid of a players guide, and 
others, which are as easy as simply light up all the smiley faces. Every so often you will come across a crossbow in 
which you will have to kill a few oddly colored alien slaves, but other than that, this mod challenges your mind more 
than your playing skill. The F&6 key will become your best friend in this mod (f6 is auto save). 


You are pretty much guaranteed to die at least once in every section (or in my case, around 20 times in each 
section). If you are easily frustrated, this mod is really not for you. Even if you don’t get frustrated easily, this mod 
is guaranteed to bring out the worst in all of us. One section called “Patience” requires you to wait around for 20 
minutes. Therefore it requires approximately 20 minutes of patience. I got a cup of coffee, walked the dog, made a 
sandwich, went to the bathroom, and then came back and waited for the last 5 minutes. If you don’t think 20 
minutes is a long time, try waiting 20 minutes starting now. GO! 


Graphics 


Since Half-Quake: Amen is supposed to take place on a world without light, the only color scheme in the game is 
various shades of black and white, At first this wire frame - like graphics may be a turn off, but on the other hand 
this allows them to pull off better niftier special effects throughout the mod. Some of these effects include lots of 
spinning objects and nifty spirals which can cause you to become motion sick if you are easily influenced. I would 
say you can just close your eyes to avoid it but chances are if you closed your eyes you would die and have to start 
over again. The effects are pretty neat however, and it’s worth playing through just to see some of them. 


Sounds 


One of the best features of the mod is the voice acting. If you don’t mind the accent then some of the jokes are 
pretty funny. In some stages you are given verbal instructions on what to do. If you don't have sound don't worry it 
is possible to figure it out on your own or just to read the players guide for detailed instructions. Other than that, 
there isn’t really much to the role of sound. I would like to share a funny story that happened to me when I first 
started playing. Someone had put a “Pure Moods” CD in my drive without me knowing. Because Half-Life starts to 
play whatever CD you have in your drive when you start a game, whenever I would play, the song Return to 
Innocence by Enya would always accompany it. I found it kind of an odd music choice to put with a mod regarded as 
sadistic but for some reason it just seemed to fit perfectly with the gameplay. I then later found the CD and realized 
it wasn’t the mod at all but instead my computer. Not much relevance to the review, but if you happen to have that 
CD try playing the mod with it in and see if you can see how the music just seems to flow with the gameplay. 


Lasting Appeal 


As with all single player mods, there isn't much to do once you have beaten It. But on your way to finish it you will 
waste hours and hours of time trying to figure out what to do, dying and doing it over again, and waiting 20 minutes 
during the patience section. By time you finish this mod you will be glad it is over and you won’t want to play it 
again. It is safe to say, that this mod makes time seem longer than it actually is, so if you are worried about it being 
to short (and man I think you are crazy for wanting more), don't be. 


Over All Score 


I don’t know quite what to say about it. It's a one of a kind idea, but is it really a good one? The painful color 
scheme and moving environments gave me headaches and made me queasy. On the up side I was impressed by 
some of the special effects. But really I only played through the mod to get to more special effects and listen to the 
funny voice acting. I give this mod a 2/5 and lucky to receive that. I just don't want hate mail again like after the 
DPB incident. 
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Review: Half-Quake 
Author: Answer unclear. !'l just 
say "muddasheep and blackjack". 
Reviewed by: Silver-sorrow - 
05/24/01 

File size: 15,123k 

Number of maps: 18 

Download: available from Author's 
Site 

Score: 2.5/5 


Brought to you by the Magic 8-BallTM, which reminds you authors out 
there that reviewers like TRADITIONAL readme files so they know 
exactly whom to blame for their crappy day. Thank you. 


NOTE: The weapon models you see depicted in the screenshots are 
part of this add-on. I don't see any blazing differences between the 
replaced models and the standard models, besides the addition of a 
goofy-ass smiley-thing plastered on them. Whatever floats your boat, 
| guess. 


Note #2: I know, | know: this review is convoluted and a little 
confusing. But it stays as it is, because I'm not rewriting the damn 
thing a fifth time! 


Abstract: 
Have you ever ruined someone else's drug story? Picture it: my junior 
year of high school. I'm in Art class (drawing skulls and blood, no 
less), and | happen to be sitting by a friend and some burnout. The 
burnout's telling my friend a story about some party where this guy 
had a jar full of acid (the nasty stuff that changes your brain, not the 
nasty stuff that melts your skin for real); the guy had pulled out a hair, 
dipped it in the acid and gave it to 
someone. Repeat until everyone 
around him has an acid hair. So 
the burnout's really getting into the 
story...that's when | observe, 
matter-of-factly, that it sounds a bit 
weird. 

"What?" the burnout asks, startled. 


"Yeah," | explained, "| mean, if it 
was me, I'd insist on using my own 
hair. What ifthe guy didn't take a shower or something? All this 
greasy, nasty, matted hair..." 

"Man, you just ruined my story!" the burnout griped. 


Such was high school. 


The Basics: 
Lighting: Well, | could see my surroundings. 
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Architecture: Weird. 

Textures: Whatever. 

R_speeds: Okay. 

New Models/Skins/Etc.: Yes...it's supposed to be a mod, see. 
Gameplay: First Impression: Like being forced into performing 
questionable sexual acts upon some 93 year-old one-eyed wino 
covered in open, weeping sores in a pit of centipedes. Then 
someone dumps a bunch of slugs and spiders all over you. 
Second Impression: Not as bad, but definitely not pleasant. 


Story? Um...you're in some sort of prison-like facility-type place 
because you might or might not have done something or other in 
your past. Something like that. And who says ambiguity is lost on the 
youth of the world? C'mon, everybody! Say it with me! "I'm 
ambiguous and I refuse to clarify myself!" Then I'll buy you all a 7-Up 
and more or less keep you company. (If you don't remember that 
Coke commercial, don't worry about it; it won't be on the test.) 


Onward! 

Jesus Krishna Mohammed...are you happy now?? ARE YOU HAPPY 
NOW??? | am a shell of aman because of these maps! If it weren't 
for my huge collection of Ming-Na Wen and Joan Chen-related erotic 
poetry and haikus*, | would surely consider my life to be over! If it 
weren't for the 163-page love letter | have to write to Tamlyn Tomita 
every single day, | would have no focus...my God, Kelly Hu and 
Cristy Thom would have to go through life with the knowledge that | 
am no longer there to stalk them! Karen Maruyama's breasts would 
ache with the pain of knowing | 
am not there to reach things on 
high shelves for her! (lessee 
here...white actresses. Need to 
mention a white actress in here 
somewhere so | don't look like 
some sort of freak...um...“*) Why, 
Laura San Giacomo would shed 
copious tears at my demise! It is 
for these women and their 
happiness that | remain on this 
third-rate mudball in the armpit ofthe Milky Way (all astronomers with 
corrections will please keep their pie holes shut). | am broken, 
depressed, despairing...but I live. 

[* "Ming-na stands with whip/my thighs they bleed with delight/glue 
me to the goat."] 

[** Too late.] 


| honestly didn't know what to make of this mod. Initially, | hated it; it 
just seemed too sadistic and cruel to warrant any fond memories on 
my part. But then I got to thinking: what if that was the authors’ 
intent? What ifthey WANTED me to hate them and everything they 
stand for? Was | supposed to get some sort of thrill from taking 
massive damage and reloading often? If that was their intent, then I 
say bravo! They excelled admirably in that respect! 


So strapping on my masochism belt yet again -- it pinches, but that's 
the point; sometimes it cuts off my circula 


* 
” 


* 


Where was I? Oh, yeah, Half-Quake. In my first playthrough, | might 
have been pressed to say that | hated every single second of this 
experience. If | were to be more specific, | would count that in 
nanoseconds, maybe even tachyons, checking the clock to make 
sure it wasn't running backwards as | was hating this mod, the 
authors, myself, and everyone else on the whole of the earth. If my 
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hatred of humanity for producing this work (indirectly in most cases) 
could be measured in geological terms, | would best be compared to 
Mount St. Helens right before she took out Washington state. | am 
THIS CLOSE to becoming a serious threat to society at large, and 
the blame falls squarely upon these maps. 


Every time | turned a corner, every 
time | saw a Vort 
(EVERYWHEREI!!), every time | 
saw another button, | blurted out 
"Christ, what now?? When will this 
END???" This is mild, compared 
to what | was saying near the end. 
Sailors couldn't dredge up enough 
courage to utter such deprecatory 
phrases, couched in the vilest of 
tones. By the time | got to the 
spinning axe thing, | had ground my teeth so badly that | was taking 
Tylenol in fours (literally). They found me the next morning, tossing 
puppies into a meat grinder and quoting from the book of Exodus. 
And not the interesting parts, either. 


And that ending. Sheesh. 


And I had sunk so low in bitter despair that my conclusion was the 
following: "All of the beta testers should be shot. The authors should 
be flayed alive, dragged through a pit of stinging, biting insects, and 
left to rot in the sun. Until then, |'Il be over here crushing baby 
sqauirrels with a mallet." 


But keep in mind that | was having a really bad day when I first 
played this pack (and the second time | played through, it was 
another bad day, oddiy enough), so that may have colored my 
experience somewhat. On my second go-round, | actually came to 
appreciate some of the features. The maps were done well, with no 
errors that | could recall. The Grunt fight was...almost overwhelming, 
but the models looked interesting. Figuring how to minimize the 
amount of damage you take is maddening, and will require multiple 
reloads. 


In essence, this pack may be a lot better than my poor addled senses 
will let me admit. Or, it may be worse. It's up to you, really. It may be 
that | was completely unprepared for something so different that I 
freaked a little. Whatever. 


RANDOM GAMEPLAY NOTES: 


Here's a hint: in the maps "Jump 
and Run" and "Jump and Run 2" - 
- you know, when you're inflicted 
with a third-person view -- 
quicksaving and then reloading 
will put you back in first-person. 
Should you choose to do this, 
you'll have to do quicksave and 
reload in every subsequent room, 
as it resets to third-person before 
every obstacle. 


The only parallel between this release and Quake - that | can see — 
is the use ofthe giant spike wall on tracks. Oh, and the bloody spikes 
sticking out of things. So it bears very little resemblance to Quake -—- 
to Half-Life, even. So I'd call this "Quarter-Life" or even "No-Life". 


As bad as my comments make it appear, this mod actually provided 
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me with something altogether new: it got me so down that I actually 
went outside for a little while. Nothing to listen to but the distant 
highway and my wind chimes (minus one chime, due to the damned 
winds around here). Just me and the shade, avoiding the bright, life- 
giving, skin-crisping, garish sun. | even walked around in the sun a 
couple of times, giving me a chance to soak up some needed 
vitamins. And a few gamma rays, ifthe environmental whackbags 
have anything to say about it.*** So this mod has provided you, the 
gamer, with a means of acquiring Vitamin C: driving you outdoors, 
sometimes with a wild, blood-curdling laugh bursting from your throat. 
In that case, | have to extend a hearty "well done!" to the authors for 
getting me out of the house, for once. 

[*** What do you call an environmentalist being forced into a meat 
grinder? A good start.] 


Summary? This review is the result of two playthroughs and it's the 
fourth draft of the toughest review I've ever had to write; | was too 
overcome by this mod to take screenshots the first time. So I figured | 
would play it again when | didn't have a severe sinus headache, and 
see if it was any better. Not by much; as it is, it's merely completely 
unbearable the second time around. If I were to go off my nut and 
play through seventeen more times, | imagine the total effect would 
be one of "minor discontent". Further outings would upgrade that 
feeling to "somewhat fond of", but by my calculations that would 
require a staggering 7,000 replays. | don't have that kind of time; I 
have a sock drawer to sort, and those picture frames aren't going to 
straighten themselves, you know. 


If you like this mod, then that is 
your preference. | didn't care for it 
too much, but obviousiy some 
people liked it. But it isn't the worst 
of mods -—- not even close! It 
actually had some good points (the 9 
low-grav jump onto a bunch of 
rotating spiked platforms was 
great, visually), and it's an 
interesting idea. Even the menu 
interface is well done. | can say 
that it isn't as bad as I've dramatized, and you may just get some sort 
of enjoyment out of it. 


Rating? 2.5 out of5. 


Annoyance Rating: Never you mind! 
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Half-Quake Review 
ritten by - Nebula 


Its all about pain. Its all about suffering. Its all about death. And its all 
going to happen to you. Half-Quake is a single player adventure that is 
designed for one reason alone, to make you suffer. Take my word for 
it, it succeeds amazingly. 


As the story goes, you've become a prisoner in a complex known as 


Half-Quake. The entire place is designed for one reason, to make you 
Sections die with as much pain as possible. Giant traps, hordes of enemies and 


« Counter Strike 
« Existence 


« Deathmatch Classic 


minimal defense capabilities await those unfortunate enough to enter. 
And then comes the pain. This mod can do something no other mod | 
can, it can make the player feel physical pain as they run through this 


EEE utterly pointless and incredibly frustrating length of incredible 
E stupidity. 
orums 


« General Discussion 


° Half-Life Gameplay: 
« Quake 3 Arena 
Tubes When I first entered Half-Quake, I realised what I was in for. The very 
ELISE first room you enter is filled with water until you start to run out ofair, 
ge E which time the water drains out. The creators label the adventure 
as 'sadistic'. I label it 'soporific'. I'm not afraid to admit, after half an 


« Half Life 
uake 3 Arena 


Miscellaneous 
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NETWORK 


Hosted 


Game Mods 


«e American Heroes 
«e Bomberman Mod 
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« Medieval Siege 

« MercWorks 

« Mobile War 

«e MonkeyStrike 

« RandomNine 

« Red Justice 

« Rising Phoenix 

« The Rage 

« Tiberium HL 

« Total Warfare 


« Imperial Conquest 


« Platoon 
« SpaceWolves 


«e Shadows of the Force 


« The Haunted Soul 


hour of quick-saving and quick-loading, I just enabled god mode to 
see the ending. The amount of deaths you die will honestly far 
outweight any amount of monster kills you rack up. You are given 
minimal weaponry, and even less ammo to use it with, so its no 
suprise you spend most of this mod attempting to beat monsters to 
death before they have a chance to attack. Some sections of the game 
you aren't even supplied with a crowbar, so if you run out of ammo too 
soon, you simply have to run and try to avoid the lightning charged 
slaves. 


Traps and unexpected deaths are a focal point of Half-Quake. One 
moment you could be walking along a corridor, the next, three alien 
slaves have materialised around you and the floor beneath you just 
caves in. And this happens for no apparent reason other than the fact 
that the creators want you to die. If anyone can complete this mod 
without slipping into god mode or low gravity at least once, they 
deserve a medal. Anyone who can figure out how to get out of a room 
filled with about twenty tripod turrets and a few roof ones need to call 
me immediately, please! There were a few interesting sections of the 
mod where you played it like a platform game, which I found sort of 
fun, but again some of these are ruined by being filled with turrets 
that in 3rd person view you can't really aim at before the kill you. 


The mod's only redeeming feature appears to be the two German 
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The Backburner 
scinhists. uha host you, and. laugh alyoureenpts_to escape 
Mappers and crack numerous jokes at the end of the episode. 


e Darkslayer Design 
+ Hellfrog's Realm 


° Wexal's Heap Visuals: 


Nothing new or incredibly special here. Some maps look well done (the 


zz PR final portal realm, for instance), however most maps are simply done 
ALOE in a "big rusty spikes" motif. The original Half-Life skins have been 


e The Armou Network x 3 
.( hall de AU EN slightly edited so the weapons include the Half-Quake symbol, but no 
new models or weapons themselves. 


. CS Center 

« CS Central 

« Deja-Review > 

RE Conclusion: 

« Frontline Force 

° Fragoff A venture in futility. I can't see any way to complete the mod without 
e Sames-Fu: 1 ; . . ı - ö 

a er cheating, and even then the ending isn't worth it (unless you like 
« ModRealm amusing Germans). Guaranteed 'Wow, I never expected that 
a "unexpected" trap' gameplay, that will have you bored in minutes. 
+ Netwerkin = 

« Q3 Center 2 = 

« The Game Biz Gameplay = 23% 

« Threeboy's CS Visuals = 41% 

+ Wasteland HL 


Atmosphere = 21% 


Overall = 28% 


Screenshots: 


e Half-Quake site (Honestly, you don't want to) 
e Return to the BackBurner 


Website copyright © 2001 M. Hughes. Design copyight © 2001 S.F. van den Brink. 
All images, logos, names, pictures and other intellectual content are copyright of their 
repsective owners. 
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Snake & Loogie News 


wo Solved! "- SNL's Nick, the Computer Guy 
Yeh... I fixed my game problem ®!!! HL, & DS, and Unreal 
l as other games, all run now w/ absolutely no 
this possible? Fuckin AGP-4x and 


nes as wel 


blipping. None. How is 


[I just changed my BIOS' AGP Mode from 4x to 2x (or, disabled 4x).. 
cause Snake and I's NorthBridge chipsets don't support 4x well at 
all. I had actually thought bout this before, but since it never 


posed a problem on my GF2 GTS, and enabling it, NLA, and 
stWrites w/ NVMax never did either, I hadn't thought of it. But I 
figured that it couldn't be a problem w/ my only-19-month-old mobo, 
and I knew games worked w/ Snake's ViperIIl... so the mobo wasn't 
the problem. So yeh... I kinda wasted $324 on a GF4 Ti4600 and $40 
on new RAM (though the best video card available in the entire 
world isn't exactly a "waste" to have ©)... Sande Women 
ll the other things I tried to get my games To 


um | 


So anyway, m back on the gaming scene. No more lockups @ Surges, 
and I can play any game in existence. This couldn't've happened at 
better time, either, since I just got my new 80GB HDD for 

unlimited game space ®. 


To initiate my gaming, I finished (almost) up an HL MOD I got off 
of the latest PCG disc called Half-uake. It takes you through an 
insane asylum, and has some really int elements I've never seen in 
HL before. The menu screen text is all changed, so u have to 
basically guess as to what does what. "Die on..." is load game, 
"downstairs" is resume game, "internal error" is ok, and T forget 
the rest. There's things like having to crowbar through 20 pieces 
of glass, maps where gunshots and creature sounds echo (making it 
quite scary if you've ever played a marines game like Opposing 
Force), and jumping through portals leading you to your seemingly 
imminent death. But above all was a level that made you the camera, 
onlooking a Barney guard (you) at a distance (modified 3rd person). 
You can still turn, move and Jump... but=youtre far away. 2 es 


really int. 


Problem is, if u save during this level and reload, u're back to 
lst person view until u leave a room ®. Well, out... 


2:51AM 7-3-2002 Loogie 


http://www.s--l.com/index2.shtml 28.08.2002 


Games Web Page Seite | von 2 


Games Music Maps Travel DVD playı 


n Ü j SEARCH zer] co | Movies Cars Hobbies Health Er 


Software Gifts Sports Shopping 


Spy Games 


Welcome to HQ | About Page | Straight from Intel. | New orders. | 

Spy Games | From Recon to you, | Tell us. | Enemy secrets...know 

thy enemy. | Weapons Hold. | The Hall of Heros | Sign up for the 
draft. 


Mod for this month- 
-- Half- 
Quake...scoring..15- 
10! Hall Of Fame 


There....new ones. 


Half-Life Mod reviewed this month?-Half-Quake 


Half-Quake 

This months mod reveiw is on a little mod known as Half- 
Quake. Now from the name you probably expect ittobea 
remake of Quake with the HL engine... you are wrong. 
Horribly wrong, it is the most sadistic, mind numbing game 
you will ever play. I loved it, tons of people got stuck on it 
and such. It took me about four hours on my first try. The 
puzzles were genius and the story was awsome and for some 
(like me) you will know where the idea came from (Cube). 
The graphics and such are normal if now a tiny bit above. 
There is no change in weapons but that won't change the 
game play value. All in all this mod gets, 15 out of 10! 
Another hall of famer! 


Pic By=The Hate 


http://dodshatred.freewebspace.com/custom2.html 06.08.2002 
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Trova: ERERSIIETTERTERE] Ordina per: [Date _ Cerca ora!| 
Ricerca Avanzata 
= 
“ 
Half-Quake 
- Half-Life n Mappe » Singleplayer » Half-Life 
= Ku 


Home File hquake.zip 
en MEILE 
riferimento 
wo 
Download 

Data 20/05/2001 
Dimensione 14.77 MB (15485698 bytes) 


In questo livello Singleplayer, gli autori 
mirano a simulare un'esperienza alla Qua 
utilizzando il motore grafico di Half-Life, 
proponendo ambientazioni fantasy, 
discostandosi dai classici laboratori tecnol 
che siamo abituati a vedere. Latrama&r 
semplice: dovrete sopravvivere alla provz 
della setta "half-quake", superando diver: 
enigmi che troverete durante il vostro 
percorso. 


15983 


Descrizione 


Sviluppatore muddasheep & blackjack 


‚DVD.IT 
5499 Euro 


Screenshots 


Downloads Mostra altri file collegati a "Half-Life" / | 
collegati other "Half-Life" related files 


http://www.multiplayer.iv/files/scheda.php3?id=4209 06.08.2002 
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: Half-Life » Mappe z: Singleplayer » Half-Life 


Questa categoria non possiede sotto-categorie 


File: Size: Data: 
427 Kb 30/01/2001 


31. hostage.zip - 


32. hourglass.zip - Hour-Glass [maggiori 24.3 Mb 23/05/2001 


info] 
rn m 
Grey Dog, autore di: Adam, ora dopo pil dı un 
anno di lavoro rilascia una nuova 
modificazione per ii divertimento off line 
chiamata; Hour-Glass, 

La storia si collega al finale di HL; dopo aver 
respinto l’offerta del G-man non volete far 
altrc che tornare a casa vostra e godervi un 
meritato periodo di riposo insieme a vostra 
moglie. Il problema & che le cose in vostra 
assenza non sono ändate tutte per il verso 
giusto e malgrado la pace apparente vi 
rendete conto che c'& aualcosa che non va, 
Due tizi vestiti di nero bussano alla vostra 
porta e@......... 


33. hquake.zip - Half-Quake [maggioriı "+ Mb 20/05/2001 
Info} 
EEE 
in questo livello Singlepiayer, gli autori mirano 
a simulare un'esperienza alla Quake 

utilizzando ıl motore grafico di Half-Life, 

proponendo ambientazioni fantasy, 
alscostandosi dal classic laboratori teenologlel 
che stamo abituati a vedere, La trama & molto 


http://www.multiplayer.it/files/navcat.php3?cat=752&begin=30&totres=87 


« Torna indietro 


Downloads: 
424 


8316 


14.12.01 
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Ricerca Avanzata 


Half-Life z Mappe =: Singleplayer z Half-Life 


17T] 
Nome File 


Gioco di 
riferimento 


N°® 
Download 
Data 
Dimensione 


Descrizione 


Screenshots 


Downloads 
collegati 


http://www.multiplayer.it/files/scheda.php3?id=4209 


Sviluppatore 


uake ad 4 4 


In qu 


mir 


proponendo ambieni 


osi dai 


PErFCOrsß, 


muddasheep & blackjack 


Mostra altri file collegati a "Half-Life" / ® 
other "Half-Life" related files 


Mostra altri files in questa categoria / Sh 
other files in this category 


14.12.01 
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MRTOEHLLUN-I 34 IDPZy FEHHA DIN 7347 YY AL FZL 
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Hour-Glass Hard CE, 


Hard H.MB) DL S3- - FEHık, A9)-VyvaytßV, FAYA 

TEZW. Broisch ENIMEHTBI BNT y ITHMKENTLIET, LANDEN 
ER a 2 
Da L x ° 

Hour-Glass CB) - KEHTF, AZ)- 77a HA), Adm CEIFE, 

Grey Dog KN2 HRB. AHFELVEILRLIIYY a VERATLISDMIE, 
ATHEDBERULH, 

Half-Quake (14 7 MB) DL S5- - HEH AH SW, muddasheep & blackjack 
Fällt. HL 0S, 4 UT OTy IRHETFERH IS DHBEBLIST, Tv FE 
JERALTIUHERELTBEBRSNET. YmbmArHTIH, NY In 
Fate V). HL SBELEHINSNZHNIHEITT, NIBILE ESS 
ALS EB ACER 
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GameNet.gr 


USS Darkstar episode 


? ’ tr 
6 ec} HWIıMFInNe_ Fey eınN 
IaG. KGI EKTÜNGCENG, GUY £Eo: 


AXUÖPOHIKI ONOOTOA 


Yio nv € q ; 
D unopei va £ygı akAdfei rn: OH OPIGHEVWY ER Ti 
ausm 8a xpeiaorei arıAd vo KOTEBÜDETE TO avaAoyo 
OTE NPOBANNG npoküyer omy napayyekia A mv XpNon TOou 
JBUVEOTE Ort] ÖIEUBUVON C _info@gamenet.gr. 
Napayyekia Half Life Files CD 
Evypasen Zuvsvrauferc Hardware 


41 Syngrou Avenue, 117 42, Athens, Greece 
Phone: +3010 9282708, Fax: +3010 92 
E-mail: info@gamenet.or 


http://www.gamenet.gr/pchome/cdinfo.asp?type=HL 14.12.01 


Counter-strike.de Mapreviews 


site links 
news 

forum 
clandatenbank 
gameserver 
Instant clanwar 
fun 

links 

contact 
support 


sections 
cs-help & editing 
faq 

history 

maps & reviews 
mapping 
scripting 
skinning 

server 

bots 

demos 

scene 
interviews 
strategie 


files 

cs 1.3& HL 
1.1.0.8 

misc & updates 
‚crosshairs & hud 
skins 
‚spraylogos 

tools & co. 


Bender 
Aufmachung: 


http://www.counter-strike.de/mapreviews/map.php?ID=391 
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jetzt'anmelden zur schönsten]lAN Deütschlandsz 


Setting: 


Gefängnisinsel? Ein kleiner 
Komplex mit einer 
Kanalisation/Keller, oben 
drüber Duschen und ein paar 
Räume mit Gittern und Stäben. 


Eher leicht 
unterdurchschnittlich. In den 
Räumen sind viele 
Dimensionen falsch 
geraten...anderenorts stören 
Texturen ein bisschen, auch 
die Beleuchtung ist eher 
schwach. Der Autor scheint 
eine Schwäche fürs 
Deathmatch(siehe 
cs_remember) zu haben, an 
beiden Startpunkten liegen 
Waffen und Westen herum. 
Außer ein paar mit Schaltern 
fernzuöffnenden Türen gibt es 
sonst nichts besonderes, die 
r_speeds sind gut. 


Gameplay: 


Schlecht! Warum in aller Welt 
findet das verteidigende Team 
Colts vor, die Angreifer nur 


19.12.01 


Counter-strike.de Mapreviews 


MP5s...? Dazu müssen die 
(armen)CTs 

entweder zwei Leitern in die 
Duschen benutzen (SEHR 
leicht von oben zu verteidigen) 
oder eine lange enge Treppe 
hochstürmen, die direkt beim 
T-Start endet. 

Denkbar unausgewogene 
Konstellation, auch der 
scheinbar gewünschte 
Deathmatch-Effekt kann sich 
so nicht einstellen. 


Fazit: 


Insbesondere wegen des 
Gameplays leider kaum zu 
empfehlende Karte...4 Sterne, 
Tendenz nach unten. 


Userwertung: 
6 / 10 Sternen 
110 abgegebene Stimmen 


Jetzt Abstimmen (10 ist das beste): 
Re reelle 
© 40 

vote 
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Kommentare 
Es sind 5 Kommentare vorhanden. 


Kommentare 
abrufen/kommentieren 


Zurück zu den Mapreviews 


copyright counter-strike.de 


EN 


http://www.counter-strike.de/mapreviews/map.php?ID=391 
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Luftfederung für deine CD's und Ordnung für dich! 


' Ve t N h a say ) f Ta al“ 
Nip n grip® jetzt bei www.sdsuppiy.de 


site links 
new: Name der cs_remembe 
ln nk Karte 
run = Fr; 

Ks ' 

ntact 

port 
sections 


cs-neip & editing 
= 3 empfohlene 

Spielerzahl 

max 

Spielerzahl 

Spawnpoints 

Wertung: B von 10 

Sternen 


scene 


interviews an : 

stralaale Setting: 

files Ein bisschen alien- /Xen- 
.cSs13& HL mäßiges Setting. 

1.1.0.8 


misc & updates 
crosshairs & hud 
.‚skins 
spraylog 
tools & c 


S 


Fi 
16) 
16) 


Aufmachung: 


Gut. Hauptsächlich 
Standarttexturen, passend mit 
ein paar eigenen (von Giger 
inspirierten) gemischt. Dazu 
Musik und 

atmosphärische Sounds, die 
gut zum Setting passen. Die 
Geschwindigkeit ist zumeist in 
Ordnung, an einigen Stellen 
etwas schlechter. 
Zerschiessbare Wände und 
überall verstreut liegende 
Waffen gibts 
ausserdem...ebenso wie einen 
\rasanten\' 

Aufzug. Waffenkaufen ist 
nicht... 


http://www.counter-strike.de/mapreviews/map.php?ID=379 19.12.01 
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Gameplay 


Na ja, also das Setting passt ja 
schon wenig zu CS und auch 
das Gameplay ist nicht sehr cs- 
like 

Viele Wege, die zu den Geiseln 
führen, dazu die Waffen (eine 
liegt sogar direkt unter einer 
Geisel), verschiedene 
Höhenstufen und vor allem 
kurze \'Anmarschwege\ lassen 
kein Zweifel aufkommen: 
Deathmatch ist angesagt, aber 
in recht feiner 
abwechslungsreicher Manier. 
Spassig zu spielen, halt bloß 
kein CS irgendwie. 


Fazit: 

Für alle, die deathmatchen 
wollen, ein absoluter Tipp, auch 
wegen der Atmosphäre. Vor 
allem wegen der speeds 
knappe 8 Sterne 


Userwertung: Kommentare 
7110 Sternen Es sind 8 Kommentare vorhanden. 
111 abgegebene Stimmen 
Kommentare 
Jetzt Abstimmen (10 ist das beste) abrufen/kommentieren 


Gay ig 0405 27 
© 40 
vote 


Zurück zu den Mapreviews 
copyright counter-strike.de 


|——— 
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Q&A With Dave Johnston 


Have you played ETC yet? If not, you should!. It brings back the thrill 
ofthe single-player experience -- battling government clean up guys, 
sneaking around corners waiting for a headcrab to jump out at you 
and generally trying to keep your butt in one piece! 


Dave Johnston was kind enough to take some time and answer a few 
questions for me. | just had to know more about the guy behind ETC. 


SMa\AR2LN! 


I've been editing since Wolf3D... since tnen I've gone through Doom, 5 
Doom Il, Heretic, Quake, Quake Il... and then Half-Life. I've only 
released levels for 3 of them... 


For Doom I, I released several crap maps for a BBS which has long 
sinced deceased... they were mainly 'newbie' maps, like a Disco... and 
a Zoo... things most newbies do while trying to learn about Doom 
editing. Later, | released a map onto the internet called 'gates.zip' 
which is on cdrom.com. | can still play it now and have fun... bu there 
are lots of things | have learnt since then. While making Gates.wad | 
learnt that using a lot of textures was not a good idea, and the Motif 
feature of DCK was very useful with this. 


| never got to release anything for Doom Il or Heretic. 


ee nn 
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Q&A With Dave Johnston 


Have you played ETC yet? If not, you should!. It brings back the thrill 
of the single-player experience -- battling government clean up guys, 
sneaking around corners waiting for a headcrab to jump out at you 
and generally trying to keep your butt in one piece! 


Dave Johnston was kind enough to take some time and answer a few 
questions for me. | just had to know more about the guy behind ETC. 


Q._Let’s start with some background information. Whats your "real” job 
(or what's your major if you're a student)? What would be your 


[2 


dream” job? 


Considering I'm in the UK, trying to explain our whole education 
system would be required here, so I'll just be pretty brief ;) 


| just finished by GCSE's, which you do in your final year of 
compulsary education, then you're 16. So now, Im just having a long 
holiday so I can start college in September... (or Sixth Form, which is 
like college, but at my old school). My GCSE results will be outl a 
couple of weeks..... I can't wait! :/ 


As for a job, I was just employed a couple of days ago by my local 
Web Design, Woodbridge Web (www.woodbridgeweb.co.uk). At the 
moment, I'm already onto designing sites for them, and no dogs body 


work yet... 
Q. How long have you been editing 3d games, and what games were 
they? 


l've been editing since Wolf3D... since then I've gone through Doom, 
Doom Il, Heretic, Quake, Quake Il... and then Half-Life. I've only 
released levels for 3 ofthem... 


For Doom |, | released several crap maps for a BBS which has long 
sinced deceased... they were mainly 'newbie' maps, like a Disco... and 
a Zoo... things most newbies do while trying to learn about Doom 
editing. Later, | released a map onto the internet called 'gates.zip' 
which is on cdrom.com. | can still play it now and have fun... bu there 
are lots of things | have learnt since then. While making Gates.wad I 
learnt that using a lot of textures was not a good idea, and the Motif 
feature of DCK was very useful with this. 


| never got to release anything for Doom Il or Heretic. 
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As for Quake and Quake Il... | made maps for them by the dozen, and 
never finished anything. | had about 100 unfinished maps that only 
consisted of about 300 or so brushes... 


As soon as Half-Life came out, | completed it, and immediately got into 
editing stuff for it... ETC started sometime in November | think while I 
was on study leave for mock GCSE Exams... | came home at lunch 
time for about 30mins, placed a few brushes together, and thats what 
started it all. That original part is the 'rocky' outdoor section right at the 
start of ETC. 


Actually, there was a period of a couple of months where | didn't do 
much HL editing at all... then | started again and forgot about ETC. 
Then | loaded up etcOa.rmf by mistake and thought, "Hey, I could do 
something with this". 


In that period, | ran out of ideas so | went back to Qll to build a DM 
map so I could think more... The final DM map is called DJDM1.ZIP 
and is available on cdrom.com 


So, how long have | been editing? Must have bee about 5 years | 
think... 


Q. What do you like most about level editing? 


Putting things together. | was a Lego freak as a child, and that shares 
things with level design. Making situations for people to roam in is fun, 
I find... and to think you can do something the average game-player 
ignores kinda makes you feel special ;) 


Q. What do you like least about level editing? 


Compile times. Bad architecture. Lack of ideas. WORLDCRAFT 
CRASHING! 


Really, | enjoy it most of the time, but | really hate it when I run out of 
ideas. To be a good map designer you eed to be creative, ad I find 
being creative difficult. 


Q. How do you start a new map? Paper and pencil? Build as you go? 
Ziedadisurch. hahserssicue ale ie AS En A a en ee er re sl 


Most of the time | just think up something in my head while walking to 
school or something... and keep it in my mind to build later. 


Other times I just load up WC and place brushes, seeing what comes 
out of it. | usually tend to be experimenting with new styles etc. 


With Doom, I did do a couple of paper-and-pencil designs, but with 
Quake's true 3D engine, this is slightly more difficult. Im trying to get 
back into the habit now. 


Q. Do you work "room-at-a-time" or do you create the general 


Er nenn -r ru min 


A NT 4 men er De dp 


architecture of a level and then go back and add detail? 


"Room-at-a-time" works best for me. Otherwise, | play through the 
map ad think its crap, and scrap it. If I can finish a room or section and 
be pleased, the more likely | cam to continue with further 
developments. 


Q. What was the inspiration behind ETC? 


Inspiration?! Err... thats something I lack... err, no idea. Was there any 
inspiration behind ETC? Don't think so. 


However, there are a few things you might recognise from Valve maps 
that I tried to implement into ETC, like the hallway just before you get 
to the slime pit... 


Q. How long did ETC take? 


No idea... too long. 


Q. While working on ETC, how much time did you devote each day to 
d? 


No idea! | have worked whole days on it, just a few minutes... even left 
it for weeks on end with nothing being done. 


Q. How did you playtest ETC? Any playesting hints you can offer to 


other other authors? 


As ETC was my first SP map, | REALLY wanted to get it out of the 
door. I've been editing for 5 years, and out ofthe 100's of maps I've 
made, I've never released anything substancial. Since ETC was nearly 
finished, and | could see few flaws, I decided to not put it through a 
rigorous playtest cycle. | must have played through the whole thing 
hundreds of times looking for flaws while designing, so I think that is 
kinda playtesting. 


| basically have released ETC in a final-beta state. There are several 
things that could be improved or fixed, but nothing | could find that 
would prevent the player from completing it, which is what really 
matters. 


As for hints, | find scripted_sequences are real pains in the ass. Just 
trying to shoot a character in one and it can mess up the whole 
sycronization of things. If you're gonna use something like this, test it 
to the max. 


Q. What are your plans after ETC? 


ETC2... I think. I actually started development on it while 4/5 of the 
way through ETC... and at tne moment | have a very small starting 
map. 


mu _ Te tn 
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If Il ever finish ETC2 (I really really hope I do... and | probably will), Il 
see whatever happens next. Maybe I'Il switch to the next SP game 
that comes out, since I find it difficult making good maps for DM-type 
play. TF2 might be an exception tho. 


And as a special gift to all Workshop visitors, I've included a very early 
alpha shot of ETC2. 


Q. Finally, any words of wisdom for aspiring level editors out there? 
Don't. Get. Into. Designing. Maps. 


You run out of time for your friends, family, and job. 


Nah, really, just try to be original and make your maps look good! 
Look at how Valve make their maps cool, and try to use these 
methods in your own work. Also, don't expect to be of pro-quality 
within a few weeks of learing to use the editor. Its taken me 5 years to 
release a decent set of maps. | consider that a very long time, and 
there are already several HL designers out there who have only got 
into desingning maps very recently, and are already making cool 
maps. 


Just make sure your map is good before releasing it, eh? The 
quality/quantity argument is applicable here. 


Dave also sent along a sneak peek at ETC2! Thanks Dave! 


©1999Half-Life Workshop. All rights reserved. 
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Anyone who enjoyed the single-player Half-Life experience simply must have sampled the 
add-on delights of USS Darkstar and one or both of the They Hunger episodes. If not, Planet 
Half-Life strongly urges you to download and play these classics right away. The main man 
behind these projects; Neil Manke, somewhat of a celebrity in the mapping community sits 
down with Planet Half-Life and discusses his vast mapping experience, his brand-spanking 
new Team Fortress Classic map, and any future plans with regard to Team Fortress 
Mapping. 


Planet Half-Life: You have recently delved into the realm of Team Fortress Classic 
mapping with debut map Vidar's Niflheim. Do you intend to move from Single Player 
mapping to Team Fortress Classic mapping permanently, and do you have aspirations to 
develop maps for Team Fortress 2? 


Neil Manke: I do not intend to stop doing Single Player episodes. I simply like playing TFC 
and wanted to do a map for it. I had been mapping the dark They Hunger world for so long 
I needed a change and wanted to do a bright sunlit map like Vidar's. I have formed no 
aspirations concerning TF2 mapping, TF2 is a long way away [I think?] and I have no idea 
what I will be doing then. 


Planet Half-Life: Which aspect of TF mapping do you like the most? 


Neil Manke: The fact one is only dealing with one map instead of 16, and not having to 
worry about multitudes of models, sounds and all the other accessories needed for SP is 
also nice:] 


Planet Half-Life: What is your favourite TF scenario, and what do you think of the newer 
scenarios? 


Neil Manke: I like all the new scenarios. I like variety, and there is certainly a nice range of 
scenarios in the Valve TFC maps and Valve keeps adding to them with each upgrade. 


Planet Half-Life: Do you have a favourite TFC map by Valve? Ifso, which one, and why? 


Neil Manke: It's very hard for me to pick a favorite but if I had to choose one it would 
probably be Avanti. I like the looks and layout of the map and the realistic 'capture the 
town' scenario, it actually feels like a small village is being battled over. I would 'guess' that 
Avanti hints at what TF2 will be like but on a much less grand scale. I also really like the 
other 2 new maps Casbah and Flagrun. And I still love the old favourites like Well, Rock2 
and 2Fort... they may not be as pretty as the new maps but game-play wise they are 


virtually perfect. 


Planet Half-Life: Do you download and play any user-created maps? Which ones have 
struck as worthy for server rotation? 


Neil Manke: I don't make it a point to download and try out all of the new user TFC maps 
but there are many I have downloaded from servers and played. There are several ones I 
like such as 2MoreFort, NML, Tiger, BAM and there are a few others whose names elude me 


at the moment :[ 
Planet Half-Life: Which feature of Vidar's Niflheim are you the most pleased with? 


Neil Manke: I'm quite pleased with how the entire map turned out and the cold ambience it 
has... ambience can sometimes be elusive to capture. I think the textures I used on the 
forts could use a bit of work [my art skills are limited] but other than that Iam happy with 


everything else. 


Planet Half-Life: Have you ever been tempted to create a Counter-Strike map, or have 


you got any plans to do so now that you invariably have some spare time after They Hunger 
3’s completion? 


Neil Manke: Yes you bet I have ...even lately I felt like doing one but then changed my 
mind since I just have too much else I should do first. So for now I am just trying to decide 
whether to devote my time to do a TH4 or to switch to a newer game/engine and, of course, 
I still have TH3 to beta test and finish once we get a couple monster problems fixed. 


Planet Half-Life: Have you been interested in any recent Half-Life MODs both from a 
player's perpective, and from a mapper's point of view, or do you enjoy creating and leading 
your own MODs? 


Neil Manke: From a player's perspective, I enjoy playing TFC [when I have the chance] 
and I simple can't afford the time to 'like' another MP mod! So although some mods have 
certainly caught my fancy, I've avoided playing them. 


Planet Half-Life: Can the public expect any more TFC maps from Neil Manke anytime 
soon? 


Neil Manke: After Vidar's Niflheim was released and feedback started rolling in, it became 
apparent that the flagrooms were too hard to defend. For general net play this isn't good 
Since rarely do such teams have a strong, organized defense. So I have addressed this issue 
[and few other small things] and have done up a Vidar's Niflheim 2 which has the map 
name Vidar2. Vidar's Niflheim 2 can be downloaded here. 


Planet Half-Life: Since They Hunger 3 will probably be the final chapter of the trilogy - at 
least on the Half-Life engine, do you have any plans to perhaps go back and do a prequel, 
or will you continue the series on another engine? 


Neil Manke: I still do not know if there will be a TH4, but when the They Hunger series 
ends so will my working with the Halflife engine, this is certain. 


Planet Half-Life: You mentioned that you are looking into the possibility of using either the 
Raven-modified Quake 3 engine of Elite Force, or the Lithtech engine of No One Lives 
Forever; have you had a chance to play any of these so far, and if so, what do think about 
them now? Are you prepared to wait for Team Fortress 2 or the sequel to Half-Life? 


Neil Manke: Yes I finally got around to playing Elite Force and I enjoyed it immensely. And 
then I played NOLF and I enjoyed it even more! NOLF flabbergasted me actually, it is one 
awesome game ...my heart dropped when I reached it's end:[ I highly recommend both of 
these games. Playing them has made me even more aware of how dated the Halflife engine 
is and how much more would be possible if I switched engines. And No, I'm certainly not 
prepared to wait for TF2 or HL2 since they could be years away, for all I know. 


Planet Half-Life: Have you ever considered making a whole multiplayer-only modification 
rather than just singleplayer missions and MODs? If so, what type would you make? 


Neil Manke: Yes we have considered doing a MP mod and perhaps one day we will. 
However, since it would be based on a completely original concept I'm not at liberty to talk 
about the different ideas we have considered ...I will say it certainly would not be a C-S 
clone:] 


Planet Half-Life: Now that They Hunger 3 is virtually complete from your side of things, 
how do you feel about the finished product, and are you happy with it? 


Neil Manke: Yes, generally I'm happy with how it's turned out. If I wasn't happy with it, I 
would have stopped work on it long ago;] 


Planet Half-Life: Why did you give They Huger 3 a subtitle, and what is the meaning of it 
(Rude Awakening) to the storyline? 


Neil Manke: I gave it a subtitle since TH2 had one and it just seems more colorful rather 
than just calling it TH3. The meaning of the subtitle will become apparent after playing the 
start of TH3. 


Planet Half-Life: Why did you decide to create They Hunger 3 as such a large MOD, 
considering your views towards the end of They Hunger 2's production were to make a 
relatively small package for the third part? Are you happy you did so? 


Neil Manke: You are correct, my intention was to do a smaller episode rather than a larger 
one. However, as I worked my way through TH3 I changed my mind and decided to make it 
the same size as the previous episodes, but then came a time when I realized to tie off 
everything started in TH3 would require a lot more maps. Of course there was more to it 
than that, but that was it in a nutshell. 


Planet Half-Life: Which feature of They Hunger 3 are you personally the most proud of, 
and why? 


Neil Manke: There is no particular feature in TH3 that stands out in my mind. 


Planet Half-Life: How is They Hunger 3 different from any other Half-Life MOD currently in 
circulation? 


Neil Manke: Well as TH1 and 2 were different from other mods, and from each other, so is 
113: 


Planet Half-Life: Aside from the new levels and storyline, which weapons and features 
have been added to They Hunger 3 to make it a cut above the rest? 


Neil Manke: There are a couple new monsters [if we can get the buggers working] and 
several new human zombie variations, plus there are 2 or 3 new weapons..or is it 4? 
However, I guess this isn't really anything that would make it a cut above the rest, eh? 
Hopefully, the manner with which it has been put together will be what distinguishes it, but 
only the gamers will be able to judge that ...we who were really involved in the project 


loose our objectivity. 


Planet Half-Life: What do you think will excite players the most about They Hunger 3, and 
how is it better than the previous two episodes? 


Neil Manke: TH 3 is much more combat orientated yet it still has scary stuff, so hopefully it 
will prove to be a nice combination. 


Planet Half-Life: What would you say to any reader who has never played any of your 
MODs to convince them to try They Hunger 3? 


Neil Manke: It is not my purpose to convince people to play my mods nor would I try. If 
reading about it doesn't strike their fancy then I doubt they would enjoy it even if they 
could be convinced to play it. So I guess the most convincing I would attempt is to ask 
people to read the reviews, and then if it sounds like something they would like to then play 
it. Once the reviews start coming in, I will post a TH3 review blurbs page [with links to the 


full reviews] at my site. 


Planet Half-Life: Would you ever be tempted to edit for a game in a genre other than the 
FPS genre? 


Neil Manke: Certainly, I'm a big fan of the first person perspective but it would not have to 


be a shooter focused game. 


Planet Half-Life: Which features would you like to see Valve include for TF2, from a 
mapper's perspective? 


Neil Manke: I can't really comment on engine stuff since I know nothing about the TF2 
engine... but I'm sure it will offer us a lot of new possibilities map and scenario wise. 
However, one thing I do hope they change is the entity system, maybe I am just a moron 
but I find the current TFC entity system extremely complex for something that should be 
simple. I spent 3/4 of my time on Vidar's trying to sort out a couple silly entity problems 
..gads! Instead of a few entities that do so much there should be more entities that do less, 
and for simplicities sake each entity should only have the properties relevant to it. 


Planet Half-Life: What lies ahead for Neil Manke? 
Neil Manke: I may go back to building [but would rather not], or I may work on a 


commercial game, or I may just continue doing add-ons for PC Gamer... I don't really 
know: ] 
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Interview with DaveJ 


Slayer interviews the interviewable Mr. Johnson. 


By day he's a mild mannered mapper, but by night .... he's about the same thing. Meet 
DaveJ, owner of (arguably) CS's most popular map, DE_Dust. Since he had nothing too 
pressing to do, Slayer decided to take a short sit down with him. This interview is the 
result! 


Slayer: How are you, schoolwork getting lo you? 


A bit... with mock exams starting the FIRST DAY we get back after Christmas (two days before 
my birthday), we are being loaded with revision material. 


Slayer: How well do you manage your time between working on your projects and school. Does 
DaveJ have a real-life job?? 


A real-life job? Well, since Inow know I can design maps for people for payment, I guess that's 
my job - a contractual designer. It's not too difficult managing the time (I'm not doing any paid 
work at the moment). 

Slayer: What is going to be your major after you get accepted to a college? 

Major? At college? American stuff. I'm in the 
UK! I'm following a degree at university, 


probably a MEng in Software Engineering. 


[NebNote: Well I'm doing a Bachelor of Arts! 
Beat that ..... oh yeah, you just did : ( ] 


Slayer: Have you had any job offers from any 
gaming companies? 


Quite a few, yeah! 


Slayer: Are you working on any new gaming 
related projects (besides ETC2)? 


Rawkin the Casbah 


Not at the moment. Not that I can remember 
anyhow 


Slayer: How is ETC2 coming along? 
It's gaining speed... again. 70-80% is done. 
Slayer: Have the royalty checks from Valve arrived yet? 
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A long time ago. 

INebNote: Yoink!] 

Slayer: Now that CS has gone retail, do people recognize you on the street? 
Hell no! They don't know what I look like : ) 


[NebNote: Shall I distribute the photos of that embarassing time you turned up next to a naked 
aeflux?] 


Slayer: Do you have any advice to give any other up and coming HL mappers? 
Start simple. 
Slayer: What editing tools do you use when you create your maps? 


@ _ Worldcraft 3.3, Paint Shop Pro, Wally... run-of-the-mill stuff really (except PSP in place of 
PhotoShop) 


[NebNote: Long live PSP!] 
Slayer: How long do you usually work on a level before you consider it done? 


It changes a lot. Depends on my mood and how 
much time Ihave : ) 


BSlayer: Have you tried mapping for any other 
current game engine (Quake III, UT, Lithlech)? 


I've tried Quake III, which wasn't bad since it 
follows the same principles as Quake/IV/HL etc. 
Unfortunately haven't tried Unreal/UT or 
ithTech, but I'd like to. Especially the latter. 
#Oh, and the TF2 engine :) 


layer: What is your favorite multiplayer HL 
Slevel(from any mod or just plain vanilla HL 
deathmatch, besides your own)? 


De Dust (duh!) 


At the moment cs_backalley is my fave CS 
map, Avanti rocks in TFC, and normal DM... 
Bootcamp is hard to beat! 

Slayer: What does the future hold for DaveJ? 

If only I knew. 

Slayer: What's your favorite pizza topping? 


I don't eat pizza. I eat Chicken Tikka Masala instead. Yum. 
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The boy is quite .. succinct, if you ask me. However, he can map like theres no tomorrow! 
And if there isn't a tomorrow, you better go play his stuff today! 


Want to pop inon Mr. Johnson 
himself? 


[ry somewhere around here: 
http://www.planethalflife.com/davej/ 


Interview by Slayeı 

Questions? Comments? E-mail me at 
im_labowicz@yahoo.com 

)r use the friggin’ Forums 

Visit: http://arenagames.homepage.com 


Conducted for: http://www.the- 
forge.org 
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November 4th, 2000 
By John "Icalcallaham 


Stomped: What is your name and what map did you contribute to the 
official Counter-Strike 
releases? 


| 
| 
"MacMan" 
a & | 
\ 
| 


MacMan, and I created OilRig, as well as many of the textures fou 
nd in other maps (such as 
Dust, MiTitia and chbie), 


Stomped: How did you become interested in level design? 


MacMan: Back around 1994 I purchased Bungie's first person shoote 
r, Marathon. Fans had 

created many different kinds of editors and posted them on the in 
ternet. I immediately got 

into creating new art and new levels. 


trike re 


D 


2 un u = Es e._ _: u = a u rn = P= m — 
MacMan: I actually joined the team as a texture artist back durin 
geBera» TeTitreränd Gonse 32 
wanted an official cs.wad file. T was already working professiona 

en rheenanstry astra 2 — > a 

| texture artist so it seemed like something I could  contribute. 

| en as: were your goals in creating your particular map for Er 

6837 _— - = = = — 
- MacMan: The-biggest-thing-that I-wanted to do was create a type o __ 

| f environment that had not 

r been seen in-CS-before. BR N RER. 

— Stomped: How-de-yeu-feel-about-your—levels-becoming-some_of the_m- ; 

| ost popular Internet | 

‚ multiplayer-maps for games? za Beer 1 


ve MaeMan:—I!m-sheeked at the huge -sueeess-#f-CS-and T-think-that-ev —— 
eryone else is too. 

Counter-Strikeis-more-popular-than all -of-the-en-iine-eommereial 
shooters combined. That is 
-a-huge-feat for-any-mod-— E'm-thritited-that I-was-able toe-eontribu — 
te as much to CS as I have. 

And-in return; CS-has-really allowed -me to -create a-name for myse  — 
1f. I still Bare E» eben 


| 
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when people message me asking "Are you THE MacMan?" 


Stomped: What's it like working with Gooseman and cliffe on the m 
'ı aps? How much feedback do ie 
'ı you get from them? 


MacMan: Both of those guys are great. Counter-Strike wouldn't exi 
st without either one of 
em. I don't have to go into the huge talent that Goose’is, And el 
iffe has been a great Fe 
project leader/coordinator. I've worked on a good handful of mods 
‚ most of which failed er 
because of poor leadership. Cliffe has always been there to conti 
nue to push the team along, VER, a 
and make sure that a new beta came out every month or two. % 
_ On the topic of feedback, yes we get a lot actually. Both Cliffe 
and Goose were key in map 


ı balancing. They also helped out with suggestions for tweeking the 


map for better gameplay. 


Stomped: How do you feel about the 1.0 version of Counter-Strike 


\ _becoming the last major 
release for the mod? 


E MacMan: I think that it is time. CS has really matured over the 1 
I 


as wear and IL don't feel 


ng too many more versions would really benefit it much. I think 
“we're at the point of 


heat 


diminishing returns. CS plays | really well now and feels very poll 


= 
| 
| 
J 


I shed. 


| 
| Stomped: How do you feel about your work now being sold in stores 


| in the stand-alone 
I Counter-Strike retail product? 


=cMan: I think that it is wonderful. It will bring more people t 


o Counter-Strike and T'll 
De able tosadd Alt itolithe ListrofTproduers thatrpiwe Shrppedie 


__Stomped: What are your { re plans? 


_MacMan: Continue working away on this game o ha Hopeful ei 
]l be able to find another 


nr! 
1 


Seite 2 


| 


‚_g with Wolfenstein (this 


was after Doom was out), I moved onto Doom editing,' then Quake, a 
nd continued from there. 


H 
| 
| 
132 


r 


— Johnson; I-don"t- really-have-any. I just make_a map that looks as __ 
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By John "cal" Talfanan 


Stomped continues its three-part series of interviews with the ma 
p makers who have created a 
levels for the official Counter-Strike releases. 
Dave "DaveJ" Johnson MT 1 


Stomped: What is your name and what map did you Contribute to the ] 
official Counter-Strike 
releases? Bere 2 TREE e= 2 


Johnson: Dave Johnston, aka DaveJ, back in the day of BETA 3TI wa E 
s known for War Torn 

Retirement Home, but in today's CS, Dust (de_ ae (de | 
_cbble) are the only maps | 

made by me in the official CS release. er Fee er 


Stomped: How did you become interested in level design? m 


| Johnson: I think the various Doom maps I used to find on BBS's ye — 
_ars a90 (before the 


internet took off) led me to gain an interest ın mapping. Startin | 


_Stomped: When did you first become involved in creating Counter-S 
trike maps? ne 


' Johnson: Around BETA 2 time. I found the official CS texture WAD E 
| _(estrike.wad) and it had | 


Be I RER ins I ea 


- Stomped:-How-do-you-feel-about-your-levels-becoming-some_of_the m _ 


some fantastic textures. One morning I started to make a corridor 
using these textures, k | 
which finally formed into cs Mare It was my first CSaap Trade 
ver made, and somehow got x 
finished :) I posted some screenies onto the (calm - unlike today 
Pepe CH tormm. Ic kerre 

contacted me, and’It weneTrom Tiere, 


Stomped: What were your goals in creating your particular map for 


good as possible, and 
plays-well—£9-Boot —) — SEINEN 


ost popular Internet 
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multiplayer maps for games? 


Johnson: It's quite amazing to think that at any one time, about 
4000 people (according to 

HL's server browser) across the world are playing Dust alone. Whi 
le I'm sleeping, while I'm 

working, while I'm studying... thousands of people are busying th 
emselves playing CS on a 

map by me. To be honest, I can't believe it at all. I want to, bu 
t it's too unbelievable. 

I'm just in awe. And thankful :) 


Stomped: What's it like working with Gooseman and cliffe on the m 
aps? How much feedback do 
you _ get from them? 


Johnson: I don't really work with them directly. I’d make a map o 

n my own, send it to 

cliffe, he'd make a few suggestions, I'd employ these, and then i 

t would go from there onto 

playtesting. _Gooseman is too busy coding and modelling. Apparentl __ 
Ya) 


Sonpe How EN you feel about the ER ° version of Counter- Strike 
—becsming Ehe last major —__ _ ER | 
release for the mod? 


me It' s se a Be: Su. er s like we've Hinalıy ac 
—hieved- an aim... 1f-we kept — rn 2 a 
going on with BETA releases it'd feel like we weren' t getting any 
where. It!s-a good time to = = Er 
decide that it will be final - we ee developers) and en (the 
— players) -still- have — > = = 3a 
interest in the game. It also means that tat least some of us) ca 
nfeeus-en-ether—interests — Eu. 
- for me, I'm getting quite into TFC mapping, eis = en 
—-meaning -te-get into -sinee 3 
TEC was released. 
oe How do you feel about your work now a in stores 
+nthe-stand-atone — ——  —u 
ae Strike retail product? 
rn 1 — — — — — — —— _ a nn — - — 
Johnson: I won't believe it until I see it. ae BSD down arg EB: 
—swichtown and have=a look — Er . 
around some computer game stores... pick us Counterstrike, and wi | 
area = z ne. ee 
made it. Other people will look at me er another game Be z | 
— as weitar However itsz RS = ST RT Saale nn ER 
..gEE8 co haye zeanzaE rende - IS means = can HPBgrade ar SYS | 


en ER EZ Sweat “ = rt 
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| 


| 
j EEE ige: ne en — EEE SEELE a 5 ee ee > 


to keep designing for a | 
| lSngEIne To, come ee ee gen “ 


 Stomped: What are your future plans? 


study, but that's etched in 


| 
Johnson: Finish my A-Levels. Go to Bes 


or my third or fourth year. I imagine I'II try to get more contr 


| 
| 
| 
} 
| 
| 
r 
} 
f 
\ 
| 


€ 

actual work from companies & 
like Valve, or if possible, do some part time work for any local 
game design firms. This 


| 

| 

| 

' should help keep my designing rather than move onto other interes 
ts. I really want to make 

sure that by the time I leave Uni, I am employable by a games com 
| pany doing something I 
| love. 


he 


| BE EENEERGERE 


EEE TEE TEE TE TEE 
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November 4th, 2000 
By Wohn" "ICaltTcslTeHnen 


Jason "Medic911"” Blum 
L————————— 


Stomped: What is your name and what map did you contribute to the 
official Counter-Strike 
releases? 


Blum: My real name is Jason Blum (aka Medic911)... and I'm best k 
nown for cs arabstreets and 
de jeepathon2k. 


Stomped: How did you become interested in level design? 


Blum: Well, I've always enjoyed game creation. It's a great way t 

oO express artistic 

creativity. I tried other mediunms: art, writing, etc. Dur none 

give you the total 

interactive control that you get with game design. So when I was 

yOounger, I programmed games 

(back in the early days of personal computing). Later, when I did 

n't have the time or 

patience to actually program, I moved to "game creation" programs 
(my first one was called 

the "Adventure Construction Kit"... for the Commodore 64). Eventu 

ally, I became even lazier, 

and moved to mapping for existing games. It was kind of a natural 
progression of things. 


Stomped: When did you first become involved in creating Counter-S 
trike maps? 


Blum: My first CS map was "cs lawfirm". I think it was around bet 
a4. 


Stomped: What were your goals in creating your particular map for 
52 


Blum: I set out to create my OWN idea of what a fun map would con 
sist of. I took elements 

from my favorite maps (cs italy, CSs_assault, de dust, cs militia) 
and combined them into one 

map. I didn’t let the fact that some players would hate certain e 
lements of those maps stop 

me. For example, few players like the fact that cs assault's ware 
house is so difficult to 

breech. I on the other hand, love the challenge of i; so I used a 
similar design for my 


Seite 1 


Unbenannt 


chemical factory in arabstreets. Don't get me wrong, I have a gre 
at respect for the players 

and want them to enjoy the game, but I wouldn't compromise a map 
ın a vain attempt to please 

everyone. You simply can't please all the players. So I set out t 
oO please my self, and hoped 

that some of them might like it too. 


Stomped: How do you feel about your levels becoming some of the m 
OoSt popular Internet 
multiplayer maps for games? 


Blum: Hhhmmm... it was really cool for the first day. Then the th 
rill wore off, and I 

haven't really given it much thought since then. There's always s 
omeone better. I mean, you 

start out just hoping to find 5 guys willing to help you test you 
r map. Then you create a 

popular map and it gets accepted, and suddenly you're comparing y 
our Stats to more popular 

maps like de dust, and worrying about whether or not yours can co 
mpete. Where does it all 

end? 


Stomped: What's it like working with Gooseman and cliffe on the m 
aps? How much feedback do 
you get from them? 


Blum: Gooseman was very cool. He was always willing to offer advi 
ce or answer questions, but 
never tried to insist on my map(s) folowing a certain direction. 


Basically, he gave me all 
the creative freedom in the world. I never really talked to Cliff 


e, until a few weeks ago. 

As a mapper, I was pretty much as in-the-dark about upcoming proj 
ects as everyone else. I 

had no idea when it would be coming out, or what the new changes 
would be. (Other than those 

I saw in the playtesting). At times, it was even tough finding th 
e playtester's password so 

I could playtest my own map! Being an official mapper means havin 
g a direct communications 

line to Gooseman... but it never really felt like I was part of a 


ny team.( I didn’t even 
know my map was accepted until the day beta 7 came out!) People e 
mail me and say stupid 
things like, "Hey man, 
n equal footing with 
Gooseman. That's ridiculous. 
he beta server! 


could you get rid of the AWP?" as if I'mo 


I was lucky to get the password to t 
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Stomped: How do you feel about the 1.0 version of Töunter-strike 
 becoming the last major 
release for the mod? 


Blum: AII good things come to an end. I'II be sorry to see it end | 
‚But I tHinK see | 
mean, a new generation of game engines are about to come out whic 
h will make HL's engine 

look like Castle Wolfenstein. It's time for Goöseman to focus on 
greener. pastures, 


Stomped: How do you feel about your work now being sold in stores 
in the stand-alone 
Counter-Strike retail product? 


Blum: My map was cut from version 1.0, although there are rumors 
it will be available for DL 
from the site. (I've fixed several issues with TE, ineluaepg are 
amatic improvement in FPS, 
roofwalking, the radio volume, etc). I have mixed feelings about _ 
it being cur... T Won't mind | 
_the cut so much, but I've been pretty public in my Teeljngs regar zz 
ding my perceived 
run-around I got with regard to it being eut,. T’gor Sedırferen re 
nswers as to whether it was | 
cüt or not, and as to whv it was cut... depending on wRorrraskecE 
I’m a little confused 
aboant why ir was cut. I won't point Fingers, butrTlers esprravre 
Terre cndn"t Hikerie, 
Änorer "in his defense, he says Valve made Fhe’czi tr, My assumplio 
n has always been that it 
‚ges cut due ro FPS problems, __ which se shome since the new ver 
sion 15 fixed. 


. 


Stomped: What are your future plans? | 


Blum: Future plans? = doubt I! 1er map again. At least not unless a 


Veen Betrrertengime comes 2 u Eee 
' along. People don't realize how ancient "the HL engine II cs is a | 
een = A 
| makes you forget that... but imagine how much greater. 28 would be 
\__ using an engine that __ = U ,.. Er 
' allowed the things that other engines allow (i.e. Tribes, Quake 3 
Unreal- EEE EEE SER 
Watch the demo video for Bungee's upcoming "Halo" ee we | 
expect-to-be- amazed. Anyon& _— ae a 
who's ever sniped an enemy at a half- kilometer (in Tribes) _ knows 


r 
| how-much-£fun_ — ER. aa ar 
| wide-open-areas can be. I think that's essential for a  squad- -base 


Unbenannt ne 


greater 


nd 


- Naıte $ von Yo 
Half-Life Editing Resource Center un ran 10 


Ss Half-Life 
N Editing Resource Center @ 


Half-Life Editing Tips 


by Dave Johnson 


Tip #1 


Build Kruschae inAiwintallu 


Thie mau entnA ahwinse hut tharn ara etill nannin ne iharn sehn annnteent 


SO 
x 
9 
= 
= 


WISE TIEWSYTUUPS AarıU UISCUSSIUIT DOATUS. YUuSt TEAau LIE TAUSTITST TPEISUTIAIy TEGUIMTETT IE TTal- 
Life editing discussion on rust. If you have a problem, ask. If someone else has a problem, help them 
if possible. Keep the community alive. 


(ed. note: here's some - 


Half-Life editing forum 

TFC editing forum 
Worldcraft forum 

Worldcraft 2.x Support FAQ 
Half-Life Editing FAQ 


- certainly not a complete list, but a good start.) 


Tip #5 
"USE ALL THE TEXTURES YOU CANI!!" 


Oi, Mr. Absolute Beginner, out. You are 100% wrong. Don't. Keep within your limits. Even if your 
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Half-Life Editing Tips 


by Dave Johnson 


Tip #1 
Build brushes individually. This may sound obvious, but there are still people out there who construct 
their maps by hollowing out brushes, and carving hallways in between 'rooms'. Don't. It may be 


‘quick, but in the long run, your levels will be much easier to maintain and will help you express your 
ideas easier if each brush is placed individually. 


Tip #2 

Vital to get texturing perfect: examine the base. Run around the original levels of Half-Life until you 
find a style that you like, be it the 'lab' look of the levels just before the experiment, or the army 
brickwork of boot_camp. Then, take screenshots (use F5 or bind a key t0 screenshot). Take them of 
the floor, the walls, ceilings, roofs, outside, inside... everywhere. Then, load up Paint Shop Pro (or 
some other image browser), and browse through the shots you have taken (should be in your half-life 
dir). These will be your reference shots - use these to decide what textures to use and where in your 
map. | use this always, until | understand the motif 95%. 


(ed. note: In Half-Life. using the cheats, you can use impulse 107 to give you the name ofthe 
texture you're looking at.) 


Tip #3 
Allow yourself to be influenced. No, don't copy, but if you're really stuck for ideas, look around levels 


you admire and err... be influenced by the design. In time, you will build up a library of different ideas 
for your maps, and you will twist these ideas into your own creations. 


Tip #4 
Use newsgroups and discussion boards. Just read the FAQs first. | personally recommend the Half- 


Life editing discussion on rust. If you have a problem, ask. If someone else has a problem, help them 
if possible. Keep the community alive. 


(ed. note: here's some - 


Half-Life editing forum 

TFC editing forum 
Worldcraft forum 

Worldcraft 2.x Support FAQ 
Half-Life Editing FAQ 


- certainly not a complete list, but a good start.) 


Tip #5 
"USE ALL THE TEXTURES YOU CANI!!" 


Oi, Mr. Absolute Beginner, out. You are 100% wrong. Don't. Keep within your limits. Even if your 
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limits are sky-high. Just... just don't abuse your privileges. Half-Life doesn't need it. If you must use 
all the textures you can, don't release your map. Please. 


Tip #6 

Break it down. Everything. If you're having a right problem trying to get a series of entities to do what 
you want, get a bit of paper, make a flow chart. This will help you visualize the order of events, and 
see where the error lies. 


Tip #7 
Take your time. This is something I'm always terrible at... | run straight into a map, expecting myself 
to create base ideas spontaneously. It's something | can't do. However if you can, great. You'll 
probably get great maps out in a number of minutes. The rest of us though will have to find our ways 
round it and take just a little bit more time. 


Tip #8 

Fix on the go. If you're testing your map, and you find just one error, fix it as soon as possible, no 
matter how minor. As the defects build up, you will forget about the old less obvious ones. Keeping 
errors and defects to their absolute minimum is essential for a map that looks professional. Fix 'em 
on the way, and you only need think about what you'll be working on next. 


Tip #9 : 
Use textures appropriately. Especially on wall corners... don't have one side of a visible wall one 
texture, then a connecting side a texture that just doesn't match: 


Ack! Perfect Even Better! 
The left-most image is clearly not as good looking as the centre or far-right images. 


N TREE Te ET BR EEE 
Tip #10 

Keep an eye on your r_speeds. GO to the console, type in r speeds ı and a little indicator will appear a 
the top of your screen while playing. Go around normal Valve maps, and see what the numbers are 
like in those. Compare to your own, and if the numbers are way too high in yours, make the scene in 
which you get a high reading simpler. Lower values are best, as they run faster. Just remember, the 
reported r_speeds aren't 100% correct until you've done a full vis. Use r speeds 0 to tum the display 
off again. If you'd much rather have a less reliable audio signal to see how fast the scene is, get an 
RPG, fire it until its ammo is depleted, then continue to hold down fire. You should hear clicks. Make 
sure the clicks stay fast. 


En 


Tip #11 
Use textures to your advantage. Many textures in all games are designed to be used across 2 or 
more brushes. Check this out: 


ciadb_wi 


| was influenced (check out tip 3) by the training mission in HL to try this... and it works well. Use it as 
best you can, and spread textures acroSS brushes. 


EEE ne nennen 
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Tip #12 

Silhouettes are great. What you do, is you need to try and get a monster in the dark, but with a 
lighter textured wall further behind them that is a contrast to their blackness.This just makes 'em look 
more menacing, | think... it was also a tip | picked up from an old .plan update from some id 
employee... John Romero | think, who, as we all know, co-founded Ion Storm. Could have been 
American McGee too, though... 


Tip #13 

Trying to create an outdoor scene that boasts grass? Okay, make it look more natural. If you've ever 
had a look at a patch of grass or rock in HL from a distance, you'll have noticed how apparent it is 
that the textures repeat quite noticeable... this is unnatural. 


Repetitive Natura! 
What | suggest is that you take the brush for the grass you're trying t0 make, highlight all the sides 
with the grass texture, then set the properties of the sides so that the texture x- and y-scales are 
2.00, and rotated about 30°. This makes the grass about twice the size, as well as at an angle, and 
this makes grass look just that little bit more natural. Try it, it also works on rocks. 


Tip #14 
Don't overuse the halos on lights etc... levels full of little glowing sprites just aren't as attractive to 


those that use them sparingly. This is not to say don't use them, just don't think that every little light 
needs its own. 


Tip #15 
Use pillars to mask ugly corners of hallways. Bear in mind that this doesn't mean ALL corners, just 
places where you feel a corner is looking particularly boring... 


okay, but... this is better slightiy betier again! 
Just ensure you don't affect the players movement. 


(ed. note: use this in conjunction with tip #21.) 


Je 
Tip #16 

Use clip brushes on the sky... In HL, sky brushes aren't naturally solid (this is to get some sun and 
lighting effects to work without affecting the player) so you can walk straight through them, and fall 
out the level. In fact, you can even drown in them. To fix this, you just need to put clip brushes where 
each sky brush is, or just put a clip brush overhead to separate the players area from any sky. 


ESSENER nenn 
Tip #17 

Compile your maps properly!!! There's nothing worse than downloading and playing a map just to 
find it runs at a max speed of 3fps on your system because it hasn't been properly compiled. So, 
remember, always compile properly, and do a full vis. 


Tip #18 
Don't rely on prefabs for your whole level... yes, they may be quick, and you are meant to use them, 
but really... it seems that every released map has at least 1 vending machine in it somewhere... and 


the very worst have about 5 ofthe same in a row. Use all prefabs carefully, and the least you can. 
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Tip #19 

Not everyone is a God, that is, not everyone may have as much skill at playing HL as you do. So, 
make sure your map is a challenge for the stronger players on harder skills, but still possible for the 
beginner who has only completed Half-Life once. We'd rather not need to cheat, thanks. 


Tip #20 
Playtest the map as much as you can - play it through yourself over and over again, until you're sick. 
Only then will you know where it needs to be improved and/or optimized. Note down details on paper 
as you find errors... then get friends and colleagues to test it too, with as many varied in skill as 
possible. Then, listen to them, and try to get some points for improvement off all of them. Then, give 
itto a review site maintainer to playtest. Make your map completely infallible. 


Tip #21 

Please, please, please use clip brushes. Especially in DM maps where pursuit is often occuring. 
We'd rather not be chasing around a corner just to get stuck on some brush that leaves us with one 
less frag than we deserve, or feed one to someone else. Look at this: 


see? clip brushes and how. 


So easy to implement, and yet so useful. Do it. 


Tip #22 

If you're making a DM map, make sure the player starts are quite near to either a weapon or armour. 
There's nothing worse than being killed time after time in DM because you couldn't get a weapon or 
reasonable protection without a 3 mile hike. I'm not saying put a weapon and armour by every start, 
just make sure that within about 5 seconds, a player can get a weapon after spawning. 8 is a better 
value for armour. This tip was mentioned in a recent Dario Casali (of Valve) interview plus another 
old one with some id employee... 


Tip #23 
Decals are great for adding atmosphere. Textures are such that they repeat along brushes... so use 
decals across them do just make them slightly more interesting, the {water Ones are used extensively 
in boot_camp to keep it from becoming to uniform. Do the same. 


1.  — ———— 
Tip #24 

If you want atmosphere in your mapS, add some dark spots. This is something | continually fail on - | 
think it's subconscious that | believe every part of a map should be well lit. It shouldn't.. that's what 
the flashlight is for. So, make dark spots in maps, and hide headcrabs in 'em... hehe... 


Tip#25 

Okay, you want to make a great SP map, but a great map doesn't mean it needs every single 
monster in it! Even the largest of maps may only have a variety of three different monsters 
(excluding scientists and Barneys), as this makes it look so much more believable. 


aha u mE En En 
Tip #26 
Stretch. 


Tip #27 
Some corners just don't look good, with or without a pillar. So, try something employed a lot in some 


of Half-Life's earlier levels, and make curves instead! 
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boring..: curvy! 


All you do is make a 12 sided cylinder (16 can be used, but 12 is better for the sake of polygons) 
then use the clip tool to cut edges off it so it fits in place. 


(ed. note: Doing this, in conjunction with using the -smooen so parameter in grad, produces a 
nice smooth round effect.) 


Tip #28 

Entity lighting ain't dead yet... since Quake Il invented the wonderful idea of texture-lighting, where 
textures give off a light in accordance with their texture, the use the simple ıi,nt entity has gone 
downhill. However, even in Quake Il they were used extensively, just not as much as in maps made 
my amateur mappers for it. In HL however, ıicht entities are rare (decompile a map from Valve and 
you'll see it's true), but that doesn't mean they aren't needed - otherwise you wouldn't see a 1 ight 
entity in the listing. What they are needed for is things like pulsing light, as well as switchable lights 
etc. However, if ArghLight is ever released for HL, then you will be able to make texture-lights that 
switch on and off... 


Tip #29 
Spotlights are great inventions, especially if you're building a map where eye-candy is a requirement. 
| suggest you go download some of the best DM maps by headshot and ztn, looking at how much of 
an effect spotlights can have on the look of a map. Then, learn how to use the 1ight_spor Entity... 


Tip #30 
Repetition Sucks. Not just textures endlessiy abused, but sounds and placement of entities too. For 
example, if you are trying to make a basic series of sounds to make it sound like battle is 
commencing, allow for variation. Don't just get the same .wav to play over, and over, and over again. 
That is not what battles sound like, is it? In another case, maybe there is a long corridor with ceiling 
lights. It's probably pretty repetitive by itself, with all that uniform lighting and such. 


WGs view Altlghis Most iighis 
This is my corridor... the first view is simply from Worldcraft, and the middle is a view of the hallway 
with all lights on. You can see that it is quite flat and repetitive. However, look at the far right image, 
and although it is not amazingly better, it sure is more interesting than the previous corridor. All | did 
was turn two (of the total five) lights off (from +0-fifties_lgt2 to +a-fifties_lgt2). 


Tip #31 
BEN you going to have a barney or a scientist in your map? Will they be crucial to finishing the map, 
or progressing through it? Then for goodness sake, make sure that ifthe player kills "em, the screen 
fades and loads the last saved game like it does in the game. All you need is the pıaysr_loadsaved 
point-entity - give it a name like 'barneydeath'. Then, on a Barney (or scientist) just fill in the Trigger 
Target field with the name of the loadsaved entity, in this case 'barneydeath'. Then, in the Trigger 
Conditions field, choose 'Death'. Thus, ifthe barney or scientist dies, it will trigger the 

player _loadsaved entity, which will load the last saved game. You can also make it fade by setting 
various properties ofthe pıayer loadsaved Enlity... 


If you don't want it to trigger the player _1oadsaved after the character has performed something (ie, 
the player can continue even ifthe character dies), just get a trigger to killtarget the name of the 
player loadsaved Once the action has been completed. 
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Tip #32 

Check for updates to your software. That means keep an eye on rust for new releases of Worldcraft 
(if you use it, like most of you) or QuArK, BSP, QeRadiant... whatever one you use. Then, download 
the new version, and update. This should not only stop you from losing a lot of work from some bug 
in an old version, but will often also provide you with new tools or an updated version of game files 
So you can do more with the game. The same goes with entity files (.:,«'s for Worldcraft) which are 
often updated, and are available in normal HL flavours, as well as some which include TFC entities. 


And also, do make sure you have the latest version of Half-Life, as it is easier for someone to 
upgrade to the required version of Half-Life for your map than downgrade. The theory is, 1.0.1.0 
Should be able to load any map made previously without problems, but a map designed for 1.0.1.0 
may not run on 1.0.0.6 as it may use the custom game option or a new entity. 


(ed. note: Worldcraft 2.1 introduced a utility to automatically check for updates using the 
sierra utilities, available through the Worldcraft folder in the start menu.) 


Tip #33 

| always forget which way round these go. You know the FX Amount that most entities (point and 
Solid-based) use? And you know how it can be a value from 0 to 255 to control opacity (specifically if 
Render Mode is on 'texture')? Just remember 0 renders the object invisible, 255 is solid. | can never 
remember that one... 96 is ideal for windows, BTW. 


Tip #34 

Be Square! Try to keep everything nicely optimized to multiples of 4s, 8s and 16s. You may have a 
natural urge to have walls exactly 50 units wide, or 100 units long, but this is not the way 3D engines 
work since the development of Wolfenstein 3D. So, walls of rooms should as a general rule be 32 or 
64 pixels wide, not only for simplicity, but because it is easier for the engine to handle, as it can be 
halved right down to 1. Apparently, thicker walls also makes BSP and CSG compile faster... 


Tip #35 
Linear maps are boring. That is, if you all the player can do is walk down a set of hallways, with no 
way to avoid them or head to another route, it is boring. Try to make te levels interesting, with places 
to explore, even ifthey are dead ends. Look at the second and third maps after getting off the 
subway train at the beginning of Half-Life... you'll find there are several corridors that aren'tt 100% 
necessary (not at that part of the game - but remember you did have to go back to the airlock after 
the experiment and go through), but you can walk along anyway... the same goes for rooms. You 
didn't need to visit all the rooms in the game, but you could if you liked. This made everything more 
interesting. 


Tip #36 

Are you looking for some steam in your map? Try this: Insert a env sprite point-entity somewhere in 
your map, where you want the steam. Not that the steam will rise up, and will not have it's base at 
the entity - rather, the entity will be the centre of the sprite, so raise the sprite about 32 units about 
where you want the steam to come from. Then, set the Sprite Name to sprites/xsmoke3.spr, Render 
Mode to 'additive' and FX Amount to about 128. Also, check Start On in the spawnflags. Setting the 
Scale factor to 2 would also be a good idea... 


Tip #37 pen 
Some walls just look flat and boring. If decals don't make it look any better, you could always try this 
- put in some extra detail: 
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flat. interestung! brilliant, 


A few supports (and clip brushes) make it look (and feel) so much better. 


Tip #38 
Environmental sounds rock. The nv sound Is a great point-entity for atmosphere. For those of you 
that don't know, this is the entity that changes how sounds are handled in the game. For example, 
should the player walk near to such an entity with say, Room Type set to "Tunnel Large’, then 
sounds would begin to sound as if they were being affected by a large tunnel, therefore making the 
player think they are in a large tunnel. This effect stays with the player no matter where they go, at 
least, until they encounter another env sound that changes the Room Type to something different... 


Tip #39 
There is no fog! Let me just reiterate one thing - Half-Life does not do fog. Yes, it may simulate 
"fogging' under water, but water is the only place this will happen. BTW £unc i11usionary’S act like 
water, and therefore can simulate fog, but because they do act as water they will drown you... if you 
want to make maps with fog, either head for Unreal, or wait for the mighty Quake Ill: Arena and the 
ultimate Team Fortress Il. 


Tip #40 

Lay it out. Many of the professional mappers you find at places like Valve, id, Epic, Ritual, Raven 
and many others draw their maps out before building them. | personally don't do this, but for some 
people it may help get some basic ideas down, as well as structure and flow for levels... of course, if 
you can do this you could then move on to developing whole levels like the pros. That's not to say all 
of them do it, | know for a fact that there are a few at each of the teams mentioned that lay down 
brushes as they go. Neither method is proved to be 'better' than the other, just some people are 
better suited to one of them, while the rest prefer the other. (Then of course, you obviously get the 
crowd who program their own utility to randomly generate their maps... D'oh!) 


(ed. note: Planning ouf your level beforehand is useful when you're working with a team 
working on a number of levels af once that must fit together.) 


Tip #41 
If you want to be hired as a level designer for some big company like Valve or id, then be prepared 
for a lot of work. First and foremost, it requires a lot of experience in level design for previous games 
as this is what the companies look for when hiring you (make sure the levels are excellent, though ;). 
Not only that, but if you can demonstrate that you can work well as a team with other people, that 
helps too. Also, basing this upon Ikka Keranen's pre-Ion Storm days, the ability to draw and use your 
own textures for your own levels, as well as programming small utilites to help you (and sometimes, 
programming an add-on to an existing game) is another big plus. Finally, you'll need a lot of 
determination, luck, and once again, experience. Good luck. 


Tip #42 
Rocks are not flat, so don't make them! If you're creating an outdoor scene with rock sides, don't just 
use one huge brush for the rock, hoping the texture will work for you... take my advice and use many 
many brushes to make the rock look natural. Even some of the least-experienced mappers will tell 
you to do this. It just makes everything look better. Of course, if the rock is to appear somewhere 
relatively unnoticed it can stay flat(ie, part ofthe ceiling in a room, like the basement in TFCS 2£orr. 
Yet, even that isn't flat!) Rust has a good tutorial on outdoor scenes... and GenSurf may be useful 
t0O. 
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Let them see. If you're going to add a button or switch some place in your map that is vital to 
progressing through the map, at least make it slightly visible. There are too many maps out there 
with buttons hidden in the black-darkness of rooms, which are obviously a pain. If it must be in the 
dark, at least make it clear that you'll need the torch to find it. Alternatively, either setthe _minıight Of 
the button or switch entity to about 0.2 so it is brighter, add a texture light nearby, or just place a 

light point-entity in front of it with a low value. 


Tip #44 
Argh! + speeds Still way too high? Here's one trick I've never heard anyone suggest before, so l'Il say 
it was a home-grown idea.. Anyway, due to various things about how 3D engines work, depending on 
the scale of the texture, more or less polygons are used. So, if a texture of 128x128 is used on a 
face of 128x128 at a scale of 1.00, two polygons are needed to draw it. Ifthe same 128x128 texture 
is applied on a face of 256x256, 8 polygons are needed to draw the texture (as the texture must be 
repeated 4 times to fill the whole face). However, draw the same 128x128 texture on the same 
256x256 surface with a scale factor of 2, and the number of polygons needed to render the texture 
plummets. Maybe this will help explain better: 
5 


So, see how it scaling the texture to just twice its size can help decrease -_speeds? Look - a reduction 
of 75%! Tıy it. 


[BTW, the sky brush behaves quite differently... more on this later on] 


Tip #45 
The world is not a matchbox. Not everything in the world is square, set to 90°, and completely 


straight - there is variation. What does this have to do with your map editing? Everything, really... 
one common thing | do is make everything square. 


E:- 


The base. The baring, The betler_ 


Look atthe above example... the oft-employed method is to make a simple square corridor between 
rooms - and that's what I do. If you want to make it a bit more interesting, make the corridor at an 
angle to the two rooms - just be sure to keep your - speeas down and texturing neat... 


Tip #46 

If you're really stuck for ideas, try doing what | do and start a new 'temporary' map. For example, if 
you're working on an SP map, close it, and then start anew DM map from scratch. Ensure you use a 
different motif to what you were doing last, just so you can be that little more creative (well, you may 
differ, but that's what works best for me). Then, just try placing a few brushes down, and play 


around... Once you tire of all that, you should be able to go back to your previous map, just with a 
couple more ideas... Well, maybe not, but try it. 


Tip #47 

Something | like to do while mapping is listening to the radio... almost always Radio 1 (bearing in 
mind | am in the UK) as this is the centre for pop music... It's better than listening to CDs as you 
never quite know what is next to come in terms of record. Also, a problem with listening to a CD 
repeatediy is that you get bored of the songs, which is not a good thing if you want to be creative. 
Another problem that can occur is that your associate parts of your map with different tracks, making 
you think that all your ideas have been exhausted. 


Well, that's what | think, anyway... I'm no psycologist. Your mileage may vary. 
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Tip #48 

Some creatures are better suited to groups than others. Headcrabs are ideal by themselves and in 
groups of two or three. Houndeyes (monster _houndeye) are great in packs up to 5, and alien slaves 
(monster alien slavc) are good in twos, unless they spawn on the spot (ie, teleport in). The G-Man is 
obviously left by himself, and it should be just about impossible for the player to get more than 2 
barneys together. Three identical looking security guards just don't work... three or four scientists 
though is good, as they have different skins. 


Tip #49 

The sky is quite different to normal world brushes in that it is made up of 12 polygons, always. That 
is, the actual brushes aren!'t split like normal textures into polygons, but rather let the sky show 
through. The sky itself is constructed with 12 polygons, 2 for each view (up, down, left, right, front 
and behind) which are rendered behind the normal brushes (I think). The advantage of this is that 
they don't affect your - speeds a5 much as normal brushes do. It also means you can keep the 
number of polygons low. 


| first found this method while nocıip'ing around the Kingpin maps. It involves applying the sky 
texture to surfaces of brushes that the player might never get to see. 


Making non-player-visible surfaces sky saves polygon». 
In this (simple) example we see a hallway that the player might walk along. The brushes either side 
ofthe player could never be reached to walk on, nor will the top faces be seen, so they can safely be 
converted to sky. However, the two columns also there can be seen by the player. Yet, while the 
sides must remain textured (so the player can see them, obviously) the very tops can be converted 
to sky, as the player will never see them. This saves quite a few polygons. Just remember to clip off 
the areas, unless you're 100% sure it is impossible for the player to escape (they may get some 
crates to stand on, or even a barney!). 


This is best used in outdoor areas where there is already a substantial amount of sky visible. Also, be 
careful when using this method and the 1ight_environment Entity... they can cause strange things to 
happen. 


Tip #50 
Save us... Create autosave Spots in your maps just before an area of major conflict between the 

player and a monster, or where the player could easily die. This saves them having to restart from a 
long long way off, which can be tedious. Use the trigger_autosave Solid-entity as if it were your own. 


Tip #51 

The Quake engine (that Half-Life uses a modified version of) splits polygons where two brushes 
meet, provided neither of them are entities. That is, if two brushes were to meet, it would effectively 
cut one of them into sections on the surface the brushes are touching, just so the textures can be 
applied effectively. 


2 world brushes 1 world brush 


In the diagram, the far left image is what you would see in the game. If both brushes are worldspawn 
(ie, not entities) they are split by QBSP into the polygons shown by the centre image. However, 
should one of them be an entity (the smaller brush in this example) like a fun- waıı QBSP will not 
make the entity split the faces of other brushes, or be split itself, like in the third image. 
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Althougnh the polygons for the smaller brush aren't shown for the third image, that doesn't mean they 
aren't drawn. Instead, they are drawn as entity polygons, separate from world polygons. Entity 
polygons include those on monsters and doors, and buttons etc. World polygons are solely non-entity 
brushes, the sky, and water that isn't created via sun- water (rather a brush with only !blah textures 
such as !C2A5). 


Use this rule as best you can - for example if you are adding small details (like several tiny little 
lights on a huge surface) make them zun- walı Of func_illusinary SO they don't split the huge face 
they are attached to. This keeps - spe=4s down. 


Notes from the Author 
Hopefully the above tips should help you with your map editing, no matter whether you're a newbie or 
professional, hired... err, person. ;) But what you should understand is that these are only tips, not 
rules. There will be many times where you can ignore some of the tips I've suggested to be more 
creative or make your maps better. A good map doesn't necessarily need to agree with what I've 
said... so, use the tips you feel help, and use any techniques you have yourself. Don't limit yourself, 
as nicely demonstrated in tip #26. 


So, overall, use these tips to your advantage. That's why | wrote them - to hopefully increase the 
general quality of user-made maps by providing users with what | have learnt over the years. Have 
fun with the tips, | expect a few better maps now! 

Dave Johnston 
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Decals 
Placing decals is similarly easy. Before continuing, make sure that you have added 


% | decals.wad to your textures option list. If you haventt, refer to page 2 of the Worldcraft 2.0 
decal Newbie's guide. The first thing you do when you want to place a decal is decide which decal to 
place. Lets say we want to place a crack in the concrete wall beside the computer. In the 
Textures dialog, click on the Browse button and select {CRACK4 in the texture browser. Click on the 


Selection tool and the Decals placement tool. 


Move the 3D view so you can see the wall area right in front of the computer. When you move the 

mouse cursor into the 3D view, you will see that it turns into a decal icon. Using the left mouse 

button, click on the wall area in front of the computer. You will see the {(CRACK4 decal overlays the 
| wall texture. When you compile and run your map, it will look similar to the picture below. 


En 


Al 


67€ 


Er Fr er Sogn click on the Texture Application tool. A small dialog will appear like the 
au on above. Click on the brush face the texture is sitting on, and the brush 
come the currently selected texture. As well, the properties of the brush face will | 
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Decals 
Placing decals is similarly easy. Before continuing, make sure that you have added 


decals.wad to your textures option list. If you haven't, refer to page 2 of the Worldcraft 2.0 
decal Newbie's guide, The first thing you do when you want to place a decal is decide which decal to 
place. Lets say we want to place a crack in the concrete wall beside the computer. In the 
Textures dialog, click on the Browse button and select {CRACKA4 in the texture browser. Click on the 


Selection tool and the Decals placement tool. 


Move the 3D view so you can see the wall area right in front of the computer. When you move the 
mouse cursor into the 3D view, you will see that it turns into a decal icon. Using the left mouse 
button, click on the wall area in front of the computer. You will see the {(CRACKA4 decal overlays the 


wall texture. When you compile and run your map, it will look similar to the picture below. 


You might run into a problem where you place a decal, but it appears backwards. For example, if you 
place the {GRAF 001 decal (which reads "DIE, FREEMAN"), you may end up appearing backwards 


as in the picture below. 


67€ 


Mode: LitsSelect | 


er To fix this problem, click on the Texture Application tool. A small dialog will appear like the 
one in the picture above. Click on the brush face the texture is Sitting on, and the brush 
iexture texture will become the currently selected texture. As well, the properties of the brush face will 
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appear in the Texture Application dialog. 


To flipthe decal around, you're going to have to flip the texture its sitting on. To do this, give the 
texture a negative scale. To flip it horizontally, as above, give it a negative X scale. For a vertical 
flip, a negative Y scale is required. 


Coming up: brush entities... 
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Neilp exe 


Pineserrilctsien 


what it is 

The func friction entity allows you to create an area of low frict 
1on, to simulate 

an icy area, for example. Their creation is simple. 


Create a brush that will be the surface with the modified friction 
Select the brush 

and turn it into a TunesEr een 

Select the func_friction brush and press Alt+Enter to bring up the 
entity properties, 

In the field marked "Percentage of standard (0 - 100)", enter the 

percent ©f normal 

friction you want for this surface. For example, if you only want 
25% of the normal 

friction, use a value orüs. 


func _ conveyor 


what it is 

This creates a conveyor belt type brush char pushes the player alo 
ng at the speed and 

in the direction defined in the entity properties. The spawnflags 
allow you to make the conveyor 'not push' things, and to be 'not s 
old" 

If you give the func conveyor a Name (targetname) you can use a bu 
tten or other Äägger 

to, target IE, eausing It tor reverse Its direetion. 

If you want the surface of the func conveyor to scroll, you'll nee 
d to use a texture 

with SCROLL in its name. For example, SCROLL_CONV3, SCROLLTOXIC, a 
nd SCROLLWATERI. 


func_mortar field 


What it is 


Seite 1 


help.txt 


The £func mortar field entity is used to define an area from which 
air strikes can be called. 

The entity is extremely simple to configure. 
First, of course, give it a Name (targetname). This is needed in o 
rder ESEL rIGger. 06 

(with a button or some other trigger). Give it a spread radius (m 
flSpread). This defines 

the accuracy of the air strike’bombs. The repsar cöunEs fr rcoune) 
determines how many 

bombs will be dropped per air strike. The targeting value (m fCont 
281,0 - Frandcın, 

l - activator, or 2 - table) should’pe set Lo 2 KrapTey rt wyonzare 
using a table to define 

the air strike location (as in the example map). The X and Y contr 

ollers (m iszXController 

and m iszYController) coincide with the targetnames of the momenta 
ry rot buttons that 

define the hit location on the table. 

The example map is quite simple and should be quite helpful if you 
aISect it. 


func pendulum 


What rt2rs 

The func_pendulum entity allows you to create an object that moves 
in the manner of a pendulum (think of a grandfather clock). Since 
it is a,type of rotating entity, an orsgan Drushimesren part or 

it. For more ’informarlensonirhe oricin briebraronree Following i 

sa list of atsgımpertantsprsperties, 


Name (targetname) - If a name is given to this entity, it can be a 
ctivated and deactivated 


by another trigger. If you deactivate the func 
_ pendulum, it will 


Render Properties - These allow you to change the rendering proper 
ties’ of Thiszenrity. 


Speed (speed) - This is the speed of movement of the pendulum. 


Distance (distance) - This is the distance, in degrees, the pendul 
um will swing. Use a 


negative value to reverse the direction ofm 
ovement. 


Damping (0 - 1000) (damp) - I£f you specify a value here, the pendu 
lum will slowly narrow 


its movement so that it eventually sto 
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PS moving. It will end 
in the middle of its swing (so, if you 
specify a distance of 
90 degrees, it will eventually become 
motionless at its 45 
degree position). 
Damage inflicted when blocked (dmg) - If the player impedes the mo 
vement of the rotating 
brush, he will be damaged ac 
cording to the value 
you set here. 


Flags 
There are a number of flags available to modify the behavior of th 
is.enbity. 


Start on () - This makes the func pendulum immediately active. 
Passable () - Enable this to make the func pendulum non-solid. 
Auto-return () - I£ this is enabled, it will cause the pendulum to 


return to the start 
position when it is triggered. It seems to be ab 
it buggy, I'm assuming 
its for some special purpose. More on this later, 
possibly. 
X Axis () - By default, the object rotates in the Z plane. Checkin 
g this flag will make it 
rotate in the X axis. 
Yaxist) 2 SASsrabeye, but .forsihe Yıasalsı 


func rotating 


What it is 

The func_rotating entity allows you to create a rotating object. W 
hen you construct it, an 

origin brush must be part of the entity. For more information on t 
he origin brush, go here. 

Following is a list of its important properties. 


Name (targetname) - If a name is given to this entity, it can be a 
ctivated and deactivated 

py another trigger. 

Render Properties - These allow you to change the rendering proper 
ties of this entity. 
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Rotation Speed (speed) - This is the maximum speeed of rotation th 
e rotating object will 

achieve. 

Volume (10 = loudest) (volume) - This is the volume of the sound t 


he rotating object 

makes, if any. 

Friction (0 - 100%) (fanfriction) - This modulates the spin-up/spi 
n-down rate of any brush 

that uses the Acc/Dcc flag. 


Fan Sounds (sounds) - This lets you specify a preset fan sound. 
0 - no sound 

l - fast whine 

2 = ZSIonN zush 

3 - medium rickety 

4 - fast beating 

> - slow smooth 


Path/filename.wav of WAV (message) - Set this if you want a custom 
sound assigned to the 

rotating object. This sound should be looped (something from the 

ambiance' directory). 

The pitch of the sound will match the speed of the rotating object 


Damage inflicted when blocked (dmg) - If the player impedes the mo 
vement of the rotating 
brush, he will be damaged according to the value you set here. 


Flags 
Therme rotating has-a number of flags available Fo cuUsesmizesrrs 


behavior. 


Start» 90n (1) =ZTfrthe rotatingsobject has acname, ItZwillrsrarkror 
EEE, Aruesmeiketen sie 
pabled,artswehtl star son: 


Reverse Direction (2) - Check this will make the object operate in 
the reverse direction. 
X Axis (4) - By default, the object rotates in the 2 plane. Checki 


ng this flag will make 

it rotate in the X axis. 

Y Axis (8) - As above, but for the Y axis. 

Acc/Dce (16) - I£ this is enabled, the object will accelerate to a 
nd decelerate from its 

maximum speed based on the Friction value. 

Fan Pain (32) - I£ this is enabled, the player will be hurt merely 
by coming into contact 

with the rotating object. 


Not Solid (64) - Normally the object is solid. Check this to make 
Ton =50lld- 

Small Radius (128) - This effects the range of the rotating object 
's sound. 

Medium Radius (256) - As above, but larger range. 
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Large Radius (512) - As above, but larger range. 


What it is 

The env glow is quite similar to to an env_sprite, however it is’m 
ade specifically for 

creating the lenticular halo effect around lights. The farther awa 
y you are from the 

env_glow, the more dispersed its effect is. 


Name (targetname) - By giving the env glow a name, you can affect 
it with other entities. 


Note: You cannot toggle an env_glow on and off. However, you can a 
chieve the same effect 


by setting up an env sprite with exactly the same way. 
Rendering Properties - see Rendering Properties for details. 


Note: For the env_glow entity, the Render Mode (rendermode) value 
should always be set to 

Glow (3). The EX Amount (renderamt) value determines the transluce 
Deyant che-envrglow. 


Mödelsimodel) =chis Asrthe pathsandinamerof-the sprite ser er 
n the pak file. The value 

here should always be sprites/spritename.spr. Note the forward sla 
ErV ee VRharIBe “elibileteie 

Tunceron correetiyaır youzuseza normal bDackstash ar 

Note: A complete 1f1st of sprites can be found in the pak0.pak Fige 
which is located in 

your half-life\valve direcory. You can browse the PAK file with a 
PAK browser like 

PakExplorer which can be found here. You can view the actual sprit 
e file with SprView. 


env Message 


nn nn m en me mn mn mm mn mus sn mn mm dm me amt m mm mm pen ums arm Gum mm Immin Mami anf am m au aume Hann (ei mn.) am ‚num jammern ame men em mim dam An „Amp men, u ae mn ip, mp me A) Amp ame ee. Ama. emp am am 


what it is 
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The env message entity allows you to output text messages to the s 
creen. Its setup is easy: 


Place an env message in your map. 

Select it, and give it a targetname 

Using PakExplorer (quakestuff.telefragged.com), or some other Pak 

exploring utility, open 

the pak file in the valve directory and double click on titles.txt 
This Lists alt The 

available sentences that you can use. Look at the first available 

sentence. The structure 


IBoksaiRkemehns TE a aa 


CREE 


{ Black Mesa Research Facility 
Black Mesa, New Mexico 
} 


Go back to WC, and in the env_message, where it asks for a Message 
Name (message), enter 

GRZEIR 

The spawnflags allow you to play the message once (1) and play to 
all clients 25 

I guess its important to note that, unless you create and distribu 
te a custom titles.txt, 

you are restricted to only using text from titles.txt. 


Custom Sentences 

Customs sentences are really only useful if you're creating a mod 
or demo, or some type of 

conversion, where you are already distributing multiple files. Ac 
ustom titles.txt is 

required. The beginning of the titles.txt file gives the informati 
on for creating custom 

titles.txt: 


// TITLES FOR HALF-LIFE 

// Position command $position X Yy 

// x & y are from 0 to 1 to be screen resolution independent 
// -1 means center in each dimension 

// Effect command $effect <effect number> 

// effect 0 is fade in/fade out 

// effect 1 is flickery credits 

/] effect 2 is write out (training room) 

// Text color r g b command sScolor 

// fadein time fadeout time / hold time 

// sfadein (message fade in time - per character in.effect 2) 
// sfadeout (message fade out time) 

// Sholdtime (stay on the screen for this long) 


After the above is defined, the sentence name and text can be defi 
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ned: 


<SENTENCE NAME> 
2: 


<sentence text, can be multiple lines> 


} 


env _beverage 


What it is 

The env_beverage entity, when triggered, spawns a softdrink can of 
a specified type which 

drops down with a clunk. The softdrink will provide one point of h 

ealth to the player. 


Name (targetname) - Give the env beverage a name so that it can be 
activated by another 
entity. 


Capacity (health) - The value specified here will be the number of 
cans available. Once 

this number of cans has been spawned, the env beverage will be "em 

pty" andtriggerneq at 

further will not do anything. 

Beverage Type (skin) - Set this value to the type of soft drink yo 

u want spawned. Values 

range from O0 to 6, with the values corresponding to: Coca-Cola, Sp 

rite, Diet Coke, Orange, 

Surge, Moxie, and Random. 
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env_bubbles 


What it is 
The env_bubbles entity creates an area of rising bubbles. 


e Name (targetname) - If you give this entity a name, you will be able to activate and deactivate 
it with another trigger. 

e Bubble Density (density) - This is the number of bubbles spawned. 

e Bubble Frequency (frequency) - The higher the value here, the greater the frequency 
bubbles will appear at. 

e Speed of Current (current) - The higher this value, the more bubbles drift in the direction 
specified by the entity angle. By default, the bubbles start at the bottom and go upwards. 


ntep;//naltlite. gamedesıgn.net/tuts/env_bubbles.shtml 19.07.99 
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func_door rotating 


What it is 

Much like the func door, the func door roratıngars arssrandeor 
he main 

difference here being that this entity rotates open rather than s 
lides in a 

lateral direction. 

The simplest way to make a func_door rotating is to make a door b 
US, 

switch to the ORIGIN texture and make an axis for the door to rot 

ate one, 

select both, and turn the two items into a single func door rotat 
ing entity 

(The origin brush is required for any rotaring eneiey). Suse py2d 

oing that, 

you will have a door that rotates open when the player approaches 
A 

Except for the’ angle and lip, the information fFor’the FruncTdosrze 

ntity also 

applies here. 

The amount of rotation is controlled by the Distance value. Norma 
Jar, Schezdoar 

will rotate that amount in degrees, away from the direction the p 
layer is 

approaching. If you'd like the door to only rotate one way, enabl 

e '"one-way' in 

the spawnflags’properties. If you find it is rotatıng the oppeser 

e of how you'd 

like it, you can either change your Direction value to Ammegatıye 
of what you 

have there already, or enable the Reverse Dir spawnflag. 

Also accessible in the spawnflags properties is the choice to use 
the X or 

x planerof rotation rather thantrhe deFsnTe 7 Ep Tener 
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Jumbot Tips & Tricks 


«e Waypoints (Wegpunkte) Kommandos 
e Konstruieren von Wegpunkten (WP) 


e Geschwindigkeits Steigerung 


e Tips für Fortgeschrittene 


Jumbot Befehle 


Befehl 


|Standardwert 3 


R Beschreibung 


nostartexec (cvar) 


Standard ist O 


Levels geladen 


Auf 1 gesetzt wird die Jumbot. cfg nicht mehr am Anfang nalen! 


1 Fügt neuen Bot hinzu 


Löscht den letzten Bot 


bot_num (cvar) 


Setzt eine Konstante Anzahl von Bots 


‚bot_random (cvar) 


Standard ist O 


Jeder Bot wird zufällig aufgerufen und die Reihenfolge der 
bot config wird ignoriert. 1 um es zu aktivieren. 


Ibot_keepsettings (cvar) 


Standard ist O 


Der Bot behält alle seine Settings (Genauigkeit, 
Geschwindigkeit etc.) selbst wenn man sie später ändern 
sollte. 1 um es zu aktivieren. 


nav_autogen (cvar) 


Standard ist 1 
(eingeschaltet) 


||Dies funktioniert nur wenn Waypoints auf O gesetzt sind 


(ausgeschaltet). Der Bot wird selbstständig Waypoints 
generieren. Diese sind leider nicht so gut wie selbst gesetzte 
Waypoints. 


= 


Standard ist 1 


Auf O0 gesetzt schaltet die waypoints aus. 


botfov (cvar) Standard ist [Einstellen des Sichtfeldes. 
90 
botusefov (cvar) Standard ist 1 |Auf O gesetzt wird der FOV (Sichtfeld) des Bots nicht limitiert 


bothearing (cvar) =] 


Standard ist 1 


Auf O gesetzt kann der Bot Gegner nicht mehr anhand von 
Geräuschen entdecken. | 


!botpain (cvar) 
L el 


[Standard ist 1 


Auf O gesetzt kann der Bot nicht mehr einen Gegner anhand 
einer Verletzung orten. 


botaccuracy (cvar) 


[Standard ist 
10 


Einstellen der Zielgenauigkeit. 0 (perfekt) ist das niedriegste 
und 160 (schlecht) ist das Höchste. 


Ibot_tripmines (cvar) _ |[Standard ist 1 |Bot legt Tripmines. 0 um es zu deaktivieren. 
|(aktiviert) \ 
|bot_gauss (cvar) [Standard ist 1 ] Bot benutzt den Gauss Jump. 0 um es zu deaktivieren. 
(aktiviert). | 
Ibot_turret (cvar) _ |IStandard ist 1 ||Bot benutzt Turrets. O um es zu deaktivieren. 


((aktiviert). |L 


lbotspeed (cvar) 


z 


Erlaubt die Geschwindigkeit des Bots zu verringern (negative 
Werte) oder zu erhöhen (positive Werte). 


L_— — 
bot_crowbar (cvar) 


[Standard 0 | 


Nur Crowbars. 1 um es zu aktivieren. 


un! 


bot_yawspeed (cvar) See ist |Stellt ein wie schnell der Bot sich umdrehen kann. Je höher 
25 _|desto schneller. 

Ibotfefgfile (cvar) [Standard ist Pe den Name des Files mit demn man die Bots aufruft. 
_|lbots.cfg Br | 

botchat (cvar) _ |Standardo |Auf 1 gesetzt aktiviert es den Botchat. 

(chatfreq_died (cvar) - 


2] 


we oft soll der Bot | sprechen wenn er gefraggt wurde. Der | 


Wert sollte zwischen 0.1 und 10 sein. 0.1 = kaum Chat, 10 
ununterbrochen. & 


ee ee 


BEE SEEN ARE 
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chatfreq_kill (cvar) | - ij |Seibe wie ‚oben nur wenn der Bot den Frag durchführt. R 


chatfile (cvar) Standard ist |Dies ermöglicht die Kommentare der Bots aufzurufen. Sie 
L botchat.cfg müssen alle im Jumbot Ordner vorhanden sein! 
|speedup (cvar) Standard ist 0 ||Wenn es auf 1 gestellt ist kann der Bot nicht seine 


fortgeschrittenen Navigationsroutine durchführen und 
entlastet den Prozessor. Die Bots können trotzdem noch 
durch die Level navigieren. _ 


Standard ist 1 Auf o gesetzt wird die Künstliche Intelligenz des Bots 


bot ailevar) 


sn nr EEE  NBDOSSENBEBE > ir a De ee 

Ibot_thinkspeed (cvar) Standard ist ||Es kann ein Wert zwischen 0.1 und 1 sein. Dies stellt die 

| EN F ‚0.1 Reaktionszeit des bots ein. er ie x 

botmsec (cvar) Standard ist 0 ||Verändert die physischen Geschwindigkeitewerte des Bots. 

= Automatisch | SG R 

Imsec_min (cvar) | - Mindestwert für botmesec wenn auf 0 eingestellt &| 

Imsec_max(cvar) | - ____ ||Maximaler Wert für botmesec wenn auf 0 eingestellt 

boi_viewdelay (cvar) Standard ist 1 Setzt den Wert wie schnell der Bot auf das Spielgeschehen 
|(aktiviert) reagiert. 


bet_angleupdate (cvar) |Standard ist 1 |Bot ändert seinen Laufwinkel wenn er "denkt" (siehe 


| (aktiviert) ‚|bot_thinkspeed). 
Inobotefg (cvar) |Standard ist 0. ||Auf 1 gesetzt wird die bot.cfg ausgeschaltet und man muß mit 
den aufgeführten Kommandos die Bots selber konfigurieren. 
b_name (cvar) - Der aufgerufene Bot übernimmt einen neuen Namen, wenn 
L nobotcfg auf 1 gestellt ist. 
!b_model (cvar) - Wie b_name nur das hier das Modell gewählt wird. 
|b_topcolor (cvar) | - Wie b_name nur das hier die Shirtfarbe gewählt wird. 


|b_bottomcolor (cvar) Wie b_name nur das die Hosenfarbe gewählt wird. 


ren 
coop_scikil (cvar) [Standard a Wert zwischen O und 2. 
0 = schaltet das Töten von Scientists und Barneys ab. 
1 = Scientists/Barneys können getöte werden. 
2 = Scientist und Barney werden als normale Feinde 


| angesehen. 

coop_killmeth (cvar) Standard ist O ||Wert zwischen O und 5. Coop_scikill muss auf 1 gesetzt sein, 
dies ermöglicht das Verhalten des Bots einzustellen wenn 

Wissenschaftler getötet werden | 
0 = Zufälliges Töten | 
1 = Knien und mit der Shotgun ins Gesicht | 
2 = Aus der Entfernung, in Hals oder Kopf mit der Crossbow 
3 = Auf ihn zu rennen und mit der Magnum in den Magen | 
4 = Dauerfeuer in dem Magen mit der Glock 
‚5 = Knien und ins Gesicht mit der Magnum 5 


cvar = command variable (hier müssen Variablen eingegeben werden) 


Waypoint (Wegpunkte) Kommandos 


Der Jumbot arbeitet nach dem Wegpunktsystem, daß heißt man muß Markierungen in jedem Level 
setzen, damit sich der Bot fortbewegen kann. Folgende Befehle braucht man dazu: 


Befehl Standardwert Beschreibung 


waypoints (cvar) [Standard ist 1 ||Aktiviert und deaktiviert Wegpunkte. 3 
(eingeschaltet) 
wp_autoplace (cvar) [Standard ist 1 Auf 0 gesetzt schaltet das automatische setzen von 
2 Wegpunkten aus. Zei 


Imakewp - Damit wird ein Wegpunkt in Form eines Pfeils gesetzt. 


writewpfile I - Nach setzen der Wegpunkte speichert man sie mit diesem 
= er: Befehl ab. 


gan en man nn a a mm mn nn wu nn ussnnnnn 


ne 
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WPp_jumpplace (cvar) Standard ist 1 De 0 gesetzt schaltet das automatische setzen von | 
J 


— ET ZIEN ‘ RE Waypoint beim Sprung. 
en (command) | 


Dies setzt einen Waypoint, der den Jumbot zwingt an dieser 
cvar = command variable (hier müssen Variablen eingegeben werden) 


Stelle zu springen. 


Konstruieren von Wegpunkten (WP) 


Wenn man ein Level ohne Wegpunkte hat, fängt der Jumbot automatisch an, Wegpunkte zu setzen die in 
Form von 

Pfeilen sichtbar sind. Diese Autofunktion setzt leider willkürlich die Wegpunkte und es ist besser jene 
selbst zu setzen. 


Hier finden Sie ein paar Tips, wie Sie selber Wegpunkte am besten setzen: 


e Ein Wegpunkt muß immer sichtbar zum vorhergehenden sein 

e Unbedingt kriechen an stellen die nur so zu erreichen sind 

e Nicht über irgendwelche Kanten laufen die man nicht mehr erreichen kann 

e \WP nahe an Schaltern plazieren damit die Bots sie benutzen können 

«e \VP nahe an Türen plazieren 

e WP nahe an Healt/HEV Anzug plazieren wenn die Bots sie benutzen sollen 

e Nicht getötet werden 

e um Leitern zu WP jeweils 3 Stück setzen. Jeweils an den Leiterenden und in der Mitte 


Nachdem man die Wegpunkte gesetzt wurden, sollte man die WP abspeichern und den Level neu 
starten. Falls das Ergebnis nicht befriedigend sein sollte, einfach die JRF Datei löschen und von vorne 
beginnen. 


Hier ein Beispiel Bild, für das setzen von Wegpunkten, mit freundlicher Genehmigung von LUCKY (Half 
Life Bot Central) 


Wichtig ist, daß WP in der Mitte von 
Türen/Durchgängen plaziert werden 
müssen, damit der Bot sie korrekt 
nutzt. 


Auf Treppen empfehlen wir mehrere 
WP's zu setzen (3-5). Es ist nicht 
nötig WP genau auf 
Gegenstände/Waffen zu setzen. Der 
Bot sieht diese Dinge automatisch 
und sammelt sie auf. 


Es sollten nicht hunderte von WP 
gesetzt werden, da dies zum Crash 
führen kann. 


Am Schluß müssen Sie mit dem 
"writewpfile" Befehl der Level sichern. 


Geschwindigkeits Steigerung 


Der Jumbot benutzt sehr fortgeschrittene Navigations Routinen die viel Prozessorgeschwindigkeit 
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beanspruchen. Der Jumbot kann sich jedoch auch ohne diese Routinen noch sehr gut durch die Level 
bewegen und es ist möglich diese abzustellen. Mit dem folgenden Befehlen kann man auch auf 
schwächeren Systemen den Jumbot zum laufen bringen: 


waypoints 0 
speedup 1 
bot_thinkspeed 1 


Diese Befehle müssen Sie in die Konsole eintippen. 


Tips für Fortgeschrittene 


Custom Bot File CFG 


Der Jumbot hat 2 Custom cfg Files; bot.cfg und execbot.cfg. Die Information aus bots.cfg wird benutzt 
wenn nobotcfg auf 1 gesetzt jedesmal wenn ein Bot hinzugefügt wird. Um execbot.cfg benutzen zu 
können, müssen Sie "exec execbots.cfg" in die Konsole eingeben. Beide Files können den eigenen 
Bedürfnissen mit dem Standard Texteditor angepasst werden. 


Starten eines Kooperativ Spiels 


Einfach ein normales Deathmatch Spiel starten, die Konsole aufrufen und folgende Kommandos 
eingeben: 


disconnect 
deathmatch 1 
coop 1 

sv_cheats 1 

map <Leveiname> 


Anmerkungen: Ein echter Kooperation Modus wurde nie in Half Life implementiert, deswegen kann es zu 
Fehlern kommen wenn man die Standard Einzelspieler Levels benutzt! 


Nach starten des Spiels kann man mit den Befehlen "COOP_SCIKILL" und "COOP_KILLMETH" das 
Botverhalten einstellen. 


Wenn Sie noch fragen haben können Sie sich an Thorsten Schwalb alias [STS] Borg wenden. 


www.blackmesa.de Half-Life Files 
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